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Preloaded with loads of codes for GameCube 9 
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KEYBOARD 


Enter new game codes 
using Action Replay's™ 
virtual on-screen keyboard 
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EASY TO USE 
With an intuitive user interfaee 
featuring enhanced graphics 
and sound, using Action Replays 
has never been easier. ] 
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Can | play with madness? We take a journey into 
insanity with Silicon Knights' chilling 
psychological thriller. See it in action and 
realise why it's the best GameCube game to date.... 


This month's batch of GBA 
games are all hot titles. Check 
out Silent Scope, Yu-Gi-Oh, 
Contra Advance 
and a brand-new 
Castlevania 
game... 
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: | Last issue's spine line was "You can do better than that - stick to the track", and came from 
C ee F1 2002. No great surprises there, as it was the only driving game reviewed that issue. This 
: : month's cryptic spine line is a little harder. Can you guess which of this issue's reviewed 
fm games it came from? Don't write in - it's just for fun. 
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This very page! 
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New memory cards, new games and a cool way of 
adapting your joypad! 


Feature: Frag Fest! ....................16 
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oo. Mega Memory 
You can never have too many memory cards, and thanks to Datel, 
Feature: Disney Sports Games ...........22 you can now get 'em cheaper. Check out the new Mega Memory 
Disney's working on some cool light-hearted sports games — cards on Page 08 and try winning one on Page 21! 


we check ‘em out... 


Previews ....... Bee we ee ee a . 24 

A sneak peek at a brace of forthcoming Cube games. ™, 
Feature: Live and Times of Nintendo ...... Et: ] ~ 
Did you know Nintendo was once a greetings cards’ \ 


manufacturer? We trace its history... 


Reviews ......... Bo 8 43 
Not a huge number of games to review, but one of them 
is the best GC game yet... 


Letters ........... See ee eee ects es 60 
The very best of this month's postbag... 


Import Arena ......... eae bs 6s 6 @ 8 6 cs ww 64 
Two more games from America, and news on forthcoming 
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Back Issues .............. Sc ee as 2 ses ss 67 
Complete your collection of GBX and G-Force! 


Subscriptions .............. Sigs ss ss ss < 68 
Subscribe to G-Force and save yourself some money! 


Player's Guide: 


James Bond 007 in Agent Under Fire ...... y f+) 
The first part of our exclusive guide to the latest Bond opus is 
certainly licensed to thrill! 


Player's Guide: 

SS2 ........-....... See oe ec ce 74 
Improve your goal-scoring tactics with our ace guide to the 
Cube's premier soccer sim. 


Player's Guide: 
| Pikmin ....... pote ee eee ee ee eis ese as oo t: t+] 
The second and final part of our Pikmin guide. 


Action Tips ............-. we bee 6 ew 84 
Why root through your magazine collection for a tip when you can 
cut out and cheat? 


Rated! .......... HO -.-...89 

Lifestyle. Gadgets. Music... 

Next Month .............. beee es cee cue 98 

We've got something really special in store for next issue... 2] Eternal parkness: Sanity's Requiem 


Is this the greatest GameCube game to date? Find out how it will take the world by storm over on Page 4 
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16 fares : _ 
“There's a veritable army of first-person shooters coming to the Cube, but what does each have to - end | 
offer that the others don't? We round 'em up on Page 16... im O TED! 


Two spectacular Amiga 
conversions head this month's GBA 
games. Soccer Kid is a great take 
on the platform genre, and Pinball Challenge Deluxe 
combines the incredible Pinball Dreams and Pinball Fantasies. 
Elsewhere look out for King of Fighters, Top Gun: Firestorm 
Advance and ZooCube. 
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DATEL MECEL 
MEMORY BLIT2! 


We now have a greater choice of memory cards for our game saves... 


atel Electronics has 
just released two hot 


the Cube. The Mega Memory 
4Mb is, as the name suggests, 
a four-megabit card offering 
59 save slots. It's exactly the 


new memory cards for 


LOCK! 


NEWS... 


READ ALL ABOUT IT! 


BREAHING GAMECUBE 


F GAME? 
SAVE| MEMORY! 


ror NINTENDO. 


GAMECUBE. 


same size as the official 
Nintendo memory card, but at 
£9.99, it's a fiver cheaper! 

The Mega Memory 8Mb is 
twice the size, offering around 
120 save slots. It costs £14.99, 
which is the same price as 


THE HULK MOVIE TO 
You wouldn't like him when he's angry... 


emember The 

Incredible Hulk TV 

series, where Dr 
Bruce Banner, a research 
scientist who overdosed on 
gamma radiation, turned 
green and split his shirt but 
never his trousers every time 
he got angry? Well, they're 
making a movie of it next 
Summer, and Vivendi has 
picked up the inevitable 
licence to turn it into a 
console game. 
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The movie, directed by Ang 
Lee of Crouching Tiger, Hidden 
Dragon fame, combines 
blockbuster visual effects with 
the brooding romance and 
tragedy of Universal's classic 
horror films (or so they say). 
In depicting The Hulk as both 
a superhero and a monster, a 
wish fulfillment and a 
nightmare, Lee and his team 
have stayed true to the early, 
subversive spirit of the 
character created by Stan Lee 


Nintendo's first memory card, 
but twice the size. And for the 
really memory-hungry games, 
the incredible 1019-block 
Mega Memory 16x released a 
few months back is still a 
bargain at 30 quid. 


SPAWN GAME 


and Jack Kirby for Marvel 
Comics. 

Eric Bana (Black Hawk Down) 
stars as scientist Bruce Banner, 
whose inner demons transform 
him in the aftermath of a 
catastrophic experiment. Bana 
plays both the human Banner 
and, through groundbreaking 
visual effects technology, the 
superhuman Hulk. 

"The Hulk is one of the most 
physically powerful and 
emotionally compelling 
superhero characters ever 
created, and his transition to 
console games extends all the 


ror NINTENDO. 


GAMECUBE 


store saves from different 
territories' games on the same 
card. Mega Memory cards are 
available from all good games 
shops, and can be bought 
online too - check out http:// 
www.codejunkies.com/shop . 


All Datel memory cards use 
uncompressed flash 
technology, so they're ultra- 
reliable. All are compatible 
with UK, American and 
Japanese GameCubes, though 
like the official cards, you can't 


power of this movie event", 
said Jim Wilson, President 
of Universal Interactive. 
“Our upcoming game 
will provide Hulk 
fans and action- 
adventure 
gamers with all 
the thrilling 
action and 
adventure they have 
come to expect from 
this hugely popular 
character." 

Let's just hope he 
doesn't split his 
trousers... 


slightest bit astounded to 
hear Rare and Nintendo are 
teaming up to bring us 
Perfect Dark 2. After all, the 
original on the N64 was the 
pseudo-sequel to GoldenEye, 
arguably the greatest FPS of 
all time... 

Rare is believed to have 
started work on the project 


2002 release. Since then, 
sources close to Rare 
indicate very slow progress 
vA is being made, due to what 
they cryptically describe 
as ‘internal 
team 


FECT DARK 2 
Heading Cubewards! 


in the Summer of 2000, and it 
was rumoured for a Christmas 


problems’. A 2002 release 
now seems unlikely to the 
point of impossibility, and the 
game might even slip to 
2004. 

So what do we know about 
Perfect Dark 2? Not much, to 
tell the truth; we've certainly 
not seen it in action, and 
haven't even seen a single 
screenshot. All we can tell 
you is the storyline revolves 
around alien conspiracies, 

which the 
government 


are keen to keep under 
wraps. Oh, and Rare 

registered the trademark 
‘Velvet Dark’, who, as we 


all know, is Joanna 
| 


Dark's sister... 


ollowing the 
spectacular success of 
» Sonic Advance and 

Sonic Adventure 2: Battle (a 
million copies sold worldwide), 
Sega is to release three more 
Sonic games on Nintendo's hot 
machines. The GameCube will 
host two of them, namely 
Sonic Mega Collection and an 
unnamed new offering, with 
the GBA getting Sonic 
Advance 2. 

Little is known about the 
games at present. Sonic Mega 
Collection seems likely to offer 
a compilation of classic Sonic 
games, and no doubt the new 
3D sonic offering will feature 
the spiked one and pals roving 
the world in search of chaos 


emeralds. Again. As Sonic 
Advance and Sonic Adventure 


to use the much-trumpeted 
but little-used 
GameCube/Game Boy 
Advance link cable, our 
guess is the new games will 
do so too. We'll let you know 
one way or the 
other over coming 
issues. 


2: Battle were the first games 
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FIREBLADE 
Fiying onto 


way in Nhe role | 


ans of real-world 
blasters will be 
pleased to hear 
Fireblade, Midway's heart- 
pounding helicopter sim, is 
flying onto the GameCube and 
is expected to land in the 
Autumn. 
Fireblade sees you piloting 
two different helicopters, a 
. transport chopper for 
extractions 
and drop- 
offs and a 
gunship for 
pounding 
the snot out of the 
s enemy. The game's 
18 missions are 
spread across 
four campaigns. 
There's also a 
stealth 


econ 
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using night-vision goggles. 
Our sister magazine, PSi-2, 
gave the PlayStation2 version 
(pictured here) 7/10, arguing 
it was great fun, but the 
graphics were workmanlike 
and there were too few mid- 
mission restart points. With 
any luck, these problems will 
be addressed for the Cube 
version 


_READ ALL ABOUT IT! 


Blimey Engine 


Reduces Development 


Times 


New driving game engine should allow for great racers 


t's got a silly name, but 
it could allow for some 
great games. Brighton- 
based developer The Climax 
Group has written the Blimey 
Engine, a cross-platform game 
base that can be used to create 
driving titles on the GameCube, 
PC, Xbox and PS2. 

Using the Blimey Engine as 
the basis for driving games, 
developers can create 
cameras, worlds, objects and 
artificial intelligence that work 
for all formats, then tailor the 
specific versions to get the 
most out of their host 


machines. This slashes the time 
needed to get the game up 
and running, and allows more 
time to enhance and perfect 
the gameplay. 


We've yet to learn what will 
be the first game to use the 
Blimey Engine, but here's a 
few shots of Climax's demo in 
action... 


Hasta La Vista Again... 


Arnie cashes in on a third Terminator movie, and Infogrames 
cashes in on the game licence 


nfogrames has snapped 
up the rights to the 
forthcoming movie 
Terminator 3: Rise of the 
Machines, the latest Arnold 
Schwarzenegger blockbuster. The 
game of the film will be released 


on all formats, and is expected to 
launch alongside the movie next 
Summer. 


"There's no bigger action hero 


than the Terminator, and our 
games will live up to the legend", 
said Bruno Bonnell, Chairman and 


CEO of Infogrames. "Videogames 
and the motion pictures are 
more closely connected than 
ever before, and we're thrilled to 
add this enormously-successful 
franchise to our growing 
Hollywood line-up". 


Another Animal 
Cracker 
Crank the Weasel for the GameCube 


et in the dark players execute a plan to 
metropolitan world of escape the horrors of big city 
Scratchtown, Crank life and retire to the ultimate 
the Weasel challenges players fantasy destination of Pleasure 
to claw, kick and cheat their Island. There is only one 
way to the top. Cast in the problem. Crank is flat broke 
role of Crank, a devilish anti- and must rob anyone with a 
hero who Steals your heart buck and steal anything that's 
and your not nailed down if he is going 
wallet, to raise the million-and-one 
dollars needed for an airline 
ticket to paradise. Sounds like 
quite an original take on the 
platform genre, then. 


a a SS : Using Sh ae 
— ‘arious moc eso 
i transportation, gadgets, and 
at q street smarts to do anything 


: 2 and everything to get out 
The things some people will do for money... 


of Scratchtown, 
players fight, thieve, 
1 ¥ .e know acting can be | 
a precarious 


and deceive 
characters for valuables 
profession, and 
occasionally out-of-work 


to be sold for hard, cold 
cash at the Pawn Shop. 


thespians have todo promo | ~~. se yl Players progress through 
work to make ends meet, but \ : s incredibly detailed urban 
surely this is going a little too | & A ed ‘ ’ structures in three 

far? lo i : | : “ : F Scratchtown districts, 

To promote the release of ' : : 7 J i - Downtown, Midtown and 
Pikmin, a group of very sad : : 1 : ; 4 Uptown, encountering other 
people climbed into red, blue bd ; ai q i — : characters with advanced 
and yellow overalls, painted : : SS oe : : : personalities who make 
their faces to cover their 2 : : : on-the-fly decisions based on 
olushes and impersonated : : % ‘ % __how the game 


pikmin at several videogames 
stores around the UK. Here at 
G-Force, we'd rather starve... 


is played. 
_ Expect this 
* one next year. 


WRAT PEOPLE ARE PLAril lc... 


4 occ Cee 


2: | Super Smash Bros: Melee Nintendo 


3; Star Wars: Rogue Leader Activision 


4: | James Bond 007 in Agent Under Fire | Electronic Arts 


_5: Spider-Man _ _ Activision 


6: |) Luig fe Mansion . Nintendo 
Ke ilenaraeies 
8: | Sonic Adventure 2: Battle 
Q, 2002 FIFA World Cup 


Infogrames | 
Electronic Arts 


10: ) International Superstar Soccer 2 Konami 
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It's Just 
CRICKET... 


READ ALL ABOUT IT! 


Lapper zaps its way onto the Cube 


t's fun, it's cute and 

it's heading our way 

in time for Christmas. 
It's Zapper, and it's coming to 
the Cube courtesy of 
Infogrames. 

Zapper is a cricket who 
hops his way through six 
interactive worlds in a quest 
to find his brother, held 
captive by the evil magpie 
queen. Dangerous traps and 
even more dangerous 
enemies await. It will take 
fast-footed skill and timing to 
conquer all the worlds and 
survive the final showdown. 

Developed by Blitz Games, 
Zapper resurrects the classic 
avoid-'em-up gameplay style 
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made famous by Frogger and 
updated in Frogger 2: 
Swampy's Revenge, which was 
also Blitz-developed. The PS2 
screens shown here look 
absolutely gorgeous, but lack 
some of the lighting and 
particle effects the GameCube 
does so well. We can't wait to 
see what they do with this on 
the Cube. 


ucasArts has snatched 

the rights to publish 

Wrath, an action 
strategy title developed by The 
Collective. The game was 
originally announced for the 
Xbox (version shown here), but 
will now appear on the 
GameCube too, hitting the 
shelves in 2003. 

"Wrath's gameplay garnered 


Drome Sweet Drome... 


Drome Racers speeds our way 


EGO games have had a 

mixed reception on all 

games consoles, but 
Electronic Arts hopes this 
GameCube effort will break the 
mould. Drome Racers is a multi- 
terrain racing experience that 
leaves young speedsters 
breathless. Players take on the 
role of Max Axel who has 
trained intensely for the 
challenging Drome 
Championship and wants to 
take home the trophy. 

Getting behind the wheel of 
high-tech cars based on the 
2002 LEGO Racers construction 
toy range, players face tough 
Multi-Challenge Races (MCRs). 
Each race is a seamless set of 
stages, mixing tracks with 
realistically stunning city, 


LUCASARTS:; 
WRATH... 


Celebrated Xbox title heading for the Cube p 


an immense amount of well- 
deserved buzz when The 
Collective revealed the game to 
the press last year", says Simon 
Jeffery, president of LucasArts. 
"Wrath complements our 
original game legacy incredibly 
well, and supports our 
continuing strategy of working 
with the world's premiere game 
developers." 


mountain and canyon 
environments. 

Unlike its predecessors, 
Drome Racers is a fast-paced 
anything-goes game that will 
(according to EA) appeal to all 
ages and abilities. Brave words - 


virtually all LEGO games to date 
have been aimed at the 
younger gamer. Still, the PC 
shots shown here indicate a far- 
from-kiddie attitude. Let's hope 
they don't dumb it down for 


the Cube. 
LAP C 


00:00 
00:18 
BEST 

00:00 
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Thankfully, that's a working title... 


| bi Soft has announced 

anew game from 
Rayman-creator Michel 
Ancel. It's currently known as 
8C8E, but this will change as 
soon as they can come up with 
something better. 

Jade, a reluctant young 
neroine, holds the freedom of 
ner people in the palm of her 
mands with this investigative 
action adventure. It's the distant 
future, and her government has 
mysteriously begun to lead its 
people down a 'righteous path 
>f no return’. Recruited by an 
underground organisation and 
thrust into the leading role, the 
once-orphaned girl learns she 
possesses a special ability that 


will uncover the tyranny and 
corruption behind her 
government and ultimately 
offer salvation to her people. 
"What propels this game into 
the upper echelon of next- 
generation games is not only an 
engrossing storyline but the 
promise of discovery", said 
Michel Ancel, the game's 
designer. "We've designed a 
brand-new, exclusive game 
engine from the ground up that 
has allowed us to integrate a 
whole universe in one game, 
including mountains, cities, 
towns, planets and more." 
We've only PS2 shots to show 
you at present, but expect a full 
preview in the coming months. 


ROBOTECH: 


Battlecry on the Way 


BG&E FOR CC! 


TDK bring the acclaimed mech series to the GameCube... 


mission-driven action 
title, Robotech 
embodies the classic 
mecha-filled mayhem of the 
animated series. Featuring all- 
encompassing destruction on 
2 giant scale, Robotech is a 
high-octane arcade shooter 
that captures the television 
show's spectacular visuals and 
epic storyline. 

As an intrepid fighter pilot, 
the player must protect the 


cities of Earth from roving 
bands of a giant alien race, 
the Zentraedi. The player 
pilots the versatile Veritech 
Fighter, a giant transformable 
mechanised robot that can 
convert into a high-flying jet 
fighter, a 40-foot tall 
humanoid robot, and a 
combination of both. Each 
transformation mode offers 
new movement options, 
special abilities or weapons. 


We only have PS2 screens 
at present, and to be frank, 
they're nothing much to look 
at. They look like hi-res GBA 
screens. Hopefully the Cube 
version will look be 


eT 


tter. 


Modify Your Hand 


A clever GameCube owner offers 
modification tips on the Internet... 


ne of the few criticisms 

of the official Nintendo 

hand controller for the 
GameCube is that the '2' button 
is a little awkward to reach. An 
enterprising young 
chap called Peter I 
Nealy solved this j 
problem by adding a 
second '2Z' button on 
the inside of the hand 
grips, and has outlined 
how he did it on his 
web site. 

Starting with a small button 

switch you can get from any 
electronics suppliers, Mr Nealy 


ype ent 7 eae 


cut a small hole in the right- 
hand controller handle, adding 
the switch and soldering it to 
the connections used by the 
original 'Z' button. With the 
controlled modified in 
this way, you can use 
either the old or the 
new 'Z' button. He also 
offers instructions on 
how to add LED lights 
that flash when your 
controller rumbles, 
swapping the 
analogue sticks and how to 
stop your 'B' button from 
sticking. 

Obviously, opening your hand 
controller invalidates your 
warranty. If you're not 
confident you can do it, leave 
well alone. If you're up for it, 
though, check out 
http://64.26.53.27/tendomod/t 
endomod.html 


~~] 
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READ ALL ABOUT IT! 


ae First TRIFORCE 


i 
Mh 


Game Ready 


...But it's Virtua Striker 2002... 


emember Triforce, the thing. Virtua Striker 2002 is the perhaps its charms will be 
arcade system based best-looking and most easily- better received in the arcades 
on GameCube accessible of the recent batch than they were on the 
technology developed jointly of GameCube soccer sims, so consoles. 
by Nintendo, Sega and Namco? = 
Well, the good news is the first 
coin-op based on Triforce 
architecture is almost ready for 
release. The bad news is it's a 
version of Virtua Striker 2002... 
The arcade version of Virtua 
Striker boasts 64 teams instead 
bof the Cube's 32, and 13 
‘% stadiums instead of seven, and 
a few graphical enhancements 
are promised, but the 
simplistic gameplay system 
remains the same. But then, 
maybe that's not such a bad 


GRAVITY GAMES 
Brought Down to 
Earth 


Street. Vert. Dirt for GameCube Canned 


Vv idway's BMX sim = 
Gravity Games Bike: 
Street. Vert. Dirt has 
been canned, and will now 
Only appear on the PS2 and 
the Xbox. Midway had run into 
problems with the game on all 
three formats, and given the 
delays this implies and the 
timing of its release, it was 
decided not to proceed with 
the GameCube 
version. 


1 


\ 


N==7434 
DUT! | 
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RESIDENT EVIL 
on the Cheap | 


Bapcom USA has just 
sannounced the 
’GameCube ports of 
Resident Evil 2 and Resident 


Evil 3: Nemesis will be 


released at the knock- 
h down price of $19.95, 
which is around £13. 
However, the games 
will be direct ports 
/ of the PlayStation 
, games, with no 
additional features, 


graphical 
enhancements. No 
price level has 
been set for the 
UK, but mo 
Capcom 4 
Europe assure 
us the games will not 
be sold at full price, 
and might even be 
combined as a 
compilation. 

Whether Resident 
Evil: Code Veronica 


/ 


Wanna Drive a 
LAMBORGHINI? 


be SG 


Yage Software is 
= Deavering away ona 
= real-world driving sim 

based on Lamborghini cars. 
The game allows gamers to 
join the Lamborghini 
Millionaires Club, founded by 
high-rolling money men with a 


passion for speed, risk and 
Lamborghini, and race in a 
series of leagues set in exotic 
locations around the world. 
Members can indulge in high- 
stakes challenges to build up 
the ultimate collection of 
Lamborghini vehicles, and can 


also obtain rare and collectable 
cars by entering special pink- 
slip challenges where large 
sums of money and cars may 
be won and lost. Expect to see 
it in Winter 2003. 


ry 
Fy 
e 


” new areas or VK 


é 
¢ 

= 

will be a 
straight port of the 
Dreamcast game or 
enhanced for the Cube has 


yet to be decided. 


Another First- 


Person Shoote 


person shooter coming 
our way, but not until 
early 2004. The curiously-titled 
X10 is developed by 
Manchester-based coders 
Warthog and will be published 
by Conspiracy. 

X10 places a gamer as a 
soldier, who, under strict 
instructions, must explore the 
world of X10 and tackle 
anything the environment 
throws at them, including 
political intrigue, military 
factions and deadly predators. 


here's yet another first- 


=n 


"We are very pleased to 
team up with an outstanding 
partner like Warthog to develop 
a new game for today's 
increasingly discerning gamers", 
said Peter Bergstrom, Senior VP 
of Conspiracy Entertainment. 
“We're confident X10 will deliver 
an incredible gaming 
experience, with both stunning 
graphics and intense gameplay." 
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FEATURE! 


DRCE AUG 2002 


qsuit 


ed and booted, 
thd takes on, the 
ers gunning ice) 


he genre may be old and 
T cliché-ridden, but there's no 
denying the first-person 
shooter is still one of the most 
enjoyable game styles around. Hardcore 
gunplay has been the order of the day 
for over ten years, but the genre has 
progressed to include stealth, platform 
and puzzle elements. At the end of the 
day, it's the thrill of taking on hordes of 
bad guys with an arsenal of hardware 
that Hollywood directors can only 
dream of that makes the FPS as popular 
as it is. 
We've got the PC to thank for the birth 
of the FPS. Games like Doom and Castle 
Wolfenstein ignited the explosion, and 
it's mushroomed into a gaming 
phenomenon ever since, with 
{the likes of Quake Ill and Unrea 
J vying for world domination. 
7 There's some amazing games 
| around for the PC, which are 


. = i slowly making it towards 
A i console. In fact, it's only 
. ee ht ef recently that consoles have had 
Su 74 mee. the power to deliver a first- 
i a 
ae 


person shooter up to the 
standards of the PC. The N64 
racked it with the likes of 
_ GoldenEye and Perfect Dark, 
. but many tried and failed on 
the PlayStation, with the 
Medal of Honor series 
proving the exception. 
With the added power 
of the latest consoles, 
expect to see more 


Nl ean 


and more PC 
= ports coming to GameCube in the 
oo Fg future. Which can only be a good 
: thing, as we'll be getting our own 
A console-exclusives too! 
In fact, if you're a frag freak, the 
GameCube is the best place to 
be right now, with more than 
ten FPS games coming to 
Nintendo's super console in 
the coming months. All of 
them offer that same first- 
person perspective, and 
obviously an abundance of 
gun-toting action, but what 
makes each of them stand out 
from the crowd? Well, that's 
what we're going to find 
out. We've bundled together 
as much information as possible 
on all the FPSs heading towards 
GameCube, so if you want to sort the 
Frag Fests from the Boredom 
Bonanzas, you're in the right place... 


“NINTENDO [eyy-4| NOVEMBER 
IN-HOUSE | 


SPECIAL SUITS OFFER NEW ABILITIES. 
THE FIRST METROID GAME WITH A FIRST-PERSON VIEW. 


Metroid Prime is the first FPS in the 
Metroid series, and the screenshots show an 
impressive HUD system that you can attain by 
using your suit's special abilities. To tell the 
truth, Nintendo is keeping a little tight-lipped 
about how the action unfolds. We can tell you 
Samus is the central character once again, and she's 
called in to investigate space pirates in an area called 
Tallon IV. No doubt Mother Brain will make an 
appearance somewhere. If you've played Metroid, you 
know what we're talking about. If you haven't, don't 
ask. 

Samus has a range of abilities to help her in her 
mission which have to be chosen carefully for the 
situation in hand. As well as a host of new weaponry, 
fans of the series also get their hands on old favourites 
such as the Wave and Freeze Beam. Samus' new suit is the 
key to all this, and the special visor should open up whole 
new areas of gameplay that we've never seen in an FPS 
before. Here's hoping Metroid Prime can live up to the 
hype that's already been tossed its way. Look out for ¢ ue 
updates in G-Force in the very near future. 
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VIVENDI UNIVERSAL INTERACTIVE | 
- a 2002 


BITS STUDIOS 


HERO TIME AWARDED FOR RESCUING CIVILIANS AND FOR ACTS OF 
BRAVERY. 

FOCUS ON GUILE AND WIT. 

JOHN MCCLANE'S INFAMOUS ONE-LINERS (SWEARING INCLUDED!). 
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NIGHTFIRE 


JAMES BOND 


00") 


JEDI HNIGHT il 
JEDI OUTCAST 


MEDAL OF 
HONOR: 
FRONTLINE 


SHOOT TO 
COLOMBIAN 
CRACHDOWN 


a 


sum OF ALL 
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TASTY BITS: 


m THE ONLY FPS SERIES TO HAVE TRUE DRIVING MISSIO 

™Q-LAB GADGETS, FROM LASERS TO LOCK-PICKS, AND ALL CAN BE UPGRADED. 
™ PROBLEMS CAN BE TACKLED SEVERAL WAYS. 

™ THOSE GORGEOUS BOND GIRLS. 

mA ZERO-GRAVITY MISSION. 


GAME INFO 
PUBLISHER: ~— LUCASAR’ 
DEVELOPER: RAVEN 
A TASTY BITS: 


ms FIRST GAMECUBE STAR WARS-BASED FPS. 
= LIGHTSABER AS A USABLE WEAPON. DEFINITELY A FIRST IN THE FPS GENRE. 


GAME INFO 


i =) ELECTRONIC ARTS 
ee WHO 
TASTY BITS: 


m= THE MOST RIVETING FIRST TEN MINUTES IN A GAME EVER. 
AUTHENTIC WORLD WAR II ACTION. 

™ YOU CAN TAKE OVER ENEMY GUN EMPLACEMENTS. 

® HISTORICALLY CORRECT LOCATIONS AND MISSIONS. 


GAME INFO 


PUBLISHER: ETA 


| DEVELOPER: IN-HOUSE 
TASTY BITS: 
m IF CODEMASTERS IS TO BE BELIEVED, EXPECT MORE UNIQUE GAMEPLAY 


THAN YOU CAN SHAKE A VERY LARGE STICK AT. ALAS, THEY'RE KEEPING 
TIGHT-LIPPED RIGHT NOW. 


GAME INFO 


PUBLISHER: UBI SOFT ETA: 
_ DEVELOPER: | RED STORM Ez 
TASTY BITS: 


m BASED ON THE NEXT JACK RYAN ADVENTURE. 

mw IN-DEPTH, BUT STREAMLINED PRE-MISSION PLANNING. 
™ CONSPIRACY-LED STORYLINE.. 

mADVANCED Al TEAM-MATES IN ONE-PLAYER MODE. 
mVERY REAL POSSIBILITY OF ONLINE PLAY. 


Bond returns to the GameCube after the hugely-successful and very-playable Agent 
Under Fire. Returning with 007 are the usual Q-lab gadgets and custom-designed cars, 
which once again you get to drive around the streets at ridiculous speeds. These 
driving sections could easily be bolt-on extras, but as Agent Under fire proved, they're 
| integral to the game and a whole load of fun to boot. 
As is par for the course these days, Nightfire isn't simply all about blasting the 
§ bejesus out of everything you see. In order for Bond to be successful in his 
missions, he has to employ a modicum of stealth. Of course, unlike other 
protagonists in the games featured here, Bond comes perfectly equipped for 
creeping around unnoticed. This time around the numerous Q-lab gadgets can be 
| upgraded too, making the stealth aspects of the game even deeper. 
2 Nightfire sees Bond in action over ten exotic locales, which include missions in 
the South Pacific and a zero-gravity sortie that takes place aboard an orbiting space 
station. You can expect a huge variety in tasks, and the usual Bond girls will of course be one of 
the mainstays, with Zoe Nightshade from Agent Under Fire making a welcome return. 

We're not expecting Nightfire to be the revolutionary advance GoldenEye was on the N64, 
but if Eurocom can fine tune the already-addictive action of Agent Under Fire, we reckon 007's 
GameCube return is gonna be explosive. 


Though Star Wars games are two-a-penny on home consoles, this is one of the first to fall into 
the FPS category. Following on from the 1997's PC game Dark Forces II, Jedi Outcast casts you as 
Kyle Katarn, a Jedi who has to come out of retirement in order to save the galaxy. Well, if anybody 
can do it, a Jedi can 

With the fate of the galaxy in his hands, Kyle had better be tooled up. Luckily, all the usual Star 
Wars blaster-style weapons are at his di oon but more importantly, Kyle can make use of 
saber by switching to third-person mode. How the swordplay style actions will tran 
€ control pad we don't know, but if implemented properly this could be one of the best 
tures ever in an FPS. 
\ Jedi Outcast is being developed for the PC first, and developer Raven is using the tried-and- 
tested Quake III engine. Traditionally for the PC, the Quake /I/ engine has translated well to 
consoles in the past though, so we're expecting a fast, smooth and detailed game, packed to the 
rafters with all the Star Wars action we know and love. 


‘And when he gets to heaven, to Saint Peter he will tell; One more soldier reporting, I've 

served my time in hell. Any game that starts with such poignant prose is bound to get 
emotions running high, and the first level of Medal of Honor: Frontline is about as emotive 
y get. A full-on D-Day beach landing is the background, and you're just one of thousands of soldiers trying 
/ alive amid a torrent of German flak and shells. We've got out our hands on the PlayStation2 version, and 
stify the opening ten minutes are some of the most intense ever witnessed in a game. i 
Sadly, the first level has no bearing on the rest of the game, where you control American Gl Jimmy Patterson on 
ty of missions behind enemy lines. Taking out German soldiers is the basis of the action, and though you do 
to go in disguise, your cover is generally blown very quickly so Medal Of Honor is basically a shoot-'em-up. 
EA has strived to make Medal of Honor: Frontline historically correct, and though we're no historians, it does 
an air of authenticity. There's a huge arsenal of weapons to use, missions based on real-life events such as 
eration Market Garden and a tense atmosphere throughout. The missions are varied and the action is 
bly intense. The best thing, though, is that the GameCube version is looking graphically better than 
me PlayStation2 game, which is already astounding. 

we'll be watching this one very closely as it reaches GameCube launch, as the incredible World 

Wer "| action could easily become the best GameCube FPS by miles. 


erson shooter market really needs its arse kicking", says Gavin Raeburn, CodeMasters' 
ind the forthcoming Shoot To kill. He promises to totally reinvent the FPS genre, a 
may be hard to fulfil, but CodeMasters certainly has the talent and background to give it a 


Sot To Kill casts the player as a Drug Enforcement Administration Officer who has infiltrated the 
underground with strict orders. Yep, you've guessed it — shoot to kill. Unfortunately, 

er given. CodeMasters has yet to unveil any of the revolutionary new features 
soon as we find out just how it's going to turn the genre upside down, we'll let you 


d on Tom Clancy's novel and the forthcoming movie (starring Ben Affleck and Morgan Freeman) 
of THE same name, The Sum of All Fears is set to bring intrigue and espionage kicking and screaming 
onto GameCube. Past games based on the work of Tom Clancy, like Rainbow Six and Rogue Spear, have 
Deen somewhat complicated, with over-indulgent mission planning that only the most patient 
s nave been able to deal with. Red Storm Entertainment has streamlined the mission planning 
for The Sum of All Fears in order to make it more accessible to the everyday console gamer. 
rse, coming from a Tom Clancy novel, the plot and narrative of the game is going to be 

9 special. You're placed in charge of a team of three FBI hostage rescuers, who have landed 
in the middle of an international conspiracy against the USA. Travelling all over the world, 
to expertly plan missions and work with a number of Al team-mates. The PC version is being 
Su for internet play but there's no word yet on whether the GameCube version will be online- 
©. Still, the depth and the promise of a more action-orientated affair than previous Tom 

y Dased games should be enough to make FPS fans go weak at the knees. 7 
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FEATURE! 


EIDOS INTERACTIVE _ OP SEPTEMBER 
FREE RADICAL DESIGN 2002 


MAPMAKER THAT ALLOWS YOU TO CREATE YOUR OWN SINGLE AND 
MULTIPLAYER LEVELS. 

TAKES PLACE OVER NINE DIFFERENT ERAS. 
ADVANCED SINGLE-PLAYER AND CO-OPERATIVE GAMES. 
FOCUSED MULTIPLAYER OPTIONS. 

RIDICULOUS AMOUNT OF PLAYABLE CHARACTERS. 


one of the firs 


incredibly popular today. The st 
multiplayer frag-fests, but sadly, F 
with the long-awaited sequel 

For the uninitiated, the Time 
humans. Returning once again 
a stop to their time tangling shenanig 
nine different time zones by 

The classic multiplayer gameplay ma 
make Timesplitters 2 the complete I 
corners, including smoother, faster game 
and multiplayer mapmaker and a mass 

In this day and age of countl 
Timesplitters 2 may be based on an old th 
implemented, it's going to be a different 
believe it. 


ut to change 


3-travelling aliens who really seem to have it in for 

he timeline, it's your job as a hardc marine to put | 
You have to retrieve nine crystals scattered throughout 

r TimePortal, without Knowing where you'll end up 

t it's the single-player and co-op story modes that | 
is promising improvements and refinements in all 
s and narrative, vastly improved Al, a single 


Turok returns to its spiritual home 
-a Nintendo console. And if what 
we've seen already is anything to go 
by, Turok Evolution is going to be as 


ACCLAIM ENTERTAINMENT SEPTEMBER 


ACCLAIM AUSTIN STUDIO 2002 


= wr Tots Bice jaw-dropping as the first Turok game 
STEALTH PLAYS A MAJOR PART IN THE GAME. : 
THIRD-PERSON FLYING MISSIONS. on the N64. Once again players take 
INCREDIBLY DETAILED, AND FRIGGIN' HUGE DINOSAURS. control of the hero Tal'Set, who gets 
THE BABY NUKE - WHAT A WEAPON! sucked through a time-rift whilst 


SQUAD DYNAMIC SYSTEM - TROOPS TAKE COVER, ESTABLISH STRATEGIES 


AND EVEN SURRENDER! fighting his arch-enemy, Captain 


Tobias Bruckner. Finding himself in the 
Lost Lands once more, and near to death, Tal'Set finds himself embroiled in a war against the reptilian army of Lord 
Tyrannus, whom it turns out, has Captain Bruckner at his side. It's time to settle that score. 

, Turok Evolution has been built from scratch in order to make use of the next-gen technology now 
available. A whole new game engine has been implemented, giving the lush Lost Land landscapes a 
sumptuous feel. The animation has been brought bang up to date and the general graphical detail and 
textures are looking superb. Especially when it comes to the wealth of unbelievable-looking 
dinosaurs you come across in the game. 

Of course, at heart this is still a Turok game so you can expect all the usual combat action 
with over 30 different weapons to choose from. These include some old favourites like the 
Swarm Bore, Baby Nuke and Gravity Disruptor Beam but there's plenty of new hybrid weaponry around too. 
Stealth is also a major gameplay element, so the old-school guns-a-blazing style won't get you very 


slignt changes in the surrounding environment. This Al is taken over to friendly characters also, with a 
‘ brand-new squad system coming into play at some point in the game. We're not sure if this appears in 
the one-player story-led game or the deathmatch side of things yet, but we'll let you know as soon as 
we find out. 

If all this isn't enough, Acclaim has even seen fit to include, for the first time ever, flignt-based 
missions where you have to ride atop a tooled up Quetzalcoatlus and take out the enemy from above. It 


some. Sorry. Xill. 
teen, is one of the 
we've ever 


ly in-vogue 


UBI SOFT 
UBI SOFT 

CEL-SHADING GRAPHICAL STYLE IS A FIRST FOR THE USUALLY ‘REALISTIC’ 
FPS. 

TWO-TIER, CONSPIRACY-LEAD STORY LINE. 

STEALTH WEAPONS THAT INCLUDE HARPOONS, CROSSBOW AND 
THROWING KNIVES. 

THE ABILITY TO USE SCENERY OBJECTS AS WEAPONS. 

ENEMIES CAN BE USED AS HUMAN SHIELDS! 


orld to any of the 
ve looked at here. Of 
ding is fancy talk for 
but don't let this put you off, 
ely not for kids 

The lead character in the game 


| is def 


who he is 


wn 


tarts of with amnesia, so \ 


Q 


hest. It's not long before we r 
As well as trying to find out who he is, X//l also has to get to the botto 
Quite a lot to take in for somebody who es n 

Based on a comic book of the same name, XIII is, at 
more than just fancy graphical eff adult-orienta 
with integral flashback sequences that reveal the plot p 
of real-life we: 


dinary man, as his 


> 


y, the most 
yline will have y 
by piece. The hardcore combat gameplay offers an ar 

gain, stealth is a major focus, with special silent 


long as the cel shading 


d from the word 


apons such as the AK47 and a sniper rifle 


ch to the FPS, and 


rks in action, playing XI/i could take you to seventh heaven. Sorry... m& 
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DATEL 
PLAYS ITS 
CARDS 
RIGHT! | 


Let's face it - you (oleae aril (Tale]fela} memory cards. : 

i /alsiualse saving the latest jalele)aa slag ciel e) (e)@ a:)-. A N p- Pe = Ww 
platformer (e) a)! basic, o}o 1 (0) Wer] ae be) a ixe) al are] an 

(sleleigs ele) ele your brchVele lain) Sj ele) eas) llaamelalc! lalele[=) 

memory monster, an extra card to fall back on is “aM EM ORY CAR DS | 
which s why ; FOR cere CUBE, 


Which is why we were so pleased to hear Datel 
has released two new GameCube memory cards. The 
Mega Memory 4Mb is a 59-slot device which, at £9.99, 
is a fiver cheaper than the Nintendo version. The 
Mega memory 8Mb costs £14.99, but is twice the size 
of the similarly-priced Nintendo card. The two new 
Datel devices join the Mega Memory 16x, Datel's 
mammoth 1019-slot monster that's a bargain at £30. 


To celebrate the launch of the cards, Datel has 
given us five Mega Memory 4Mb and five Mega 
Memory 8Mb to give away. To stand a chance of 
Wdtalaliate ya [Uiier-leljiicleam alts) (aalel(ome[6(oiiale) ae 


¢ HOW MANY GAME 
SLOTS DOES THE MEGA 
MEMORY 4MB OFFER? 
A: 28 

B: 30 

59 


When you think you know the answer, call our 
ee) salel-idia (eam sle}aiiat-se) ae 


09064 774480 


Calls cost 60p a minute at all times. Lines are open 24 hours a day, seven days a week 
at midnight on 3rd September 2002. The editor's decision is final and no correspondenc: 


Mpetition is open to UI 
entered into. 


ents only. kines open on 7th August 2002 and close 


FEATURE! 


/ DISNEY ALL-STAR SPORTS: 
' SOCCER 


| fq] DISNEY ALL-STAR SPORTS: 
FOOTBALL 


Soccer, in that the action will Poa) ' 4 
be arcadey, with power-ups a- Sco mG 1 mm ae 


| 


When the football game's 
called Soccer and the one 
called ‘Football' features plenty and mean multiplayer 
screenshots with arrows action. This might be a 
Clea cl ese deca else (elisjuialeia -le\V-laie-le(ou ial) 
know you're in for an all- gridiron game. Few people 


American experience. The 
football in question here is 
fel aelineyay cele) ee-]|F a sualcias) aul) 


can make sense of ail that 
ge saliale cleeleiale uals sie(> ele 
gis eege 


teams of gorillas in crash 


Pay 
ese aeucieeliale cla) => 

fe Uage) lame sce, siege cae 

everything stops for the 4s a ct 

commercials. —— Fe -| zs pment era 


We know very little about 
this one, but our guess is it 
takes a similar approach to 


| TWIN 


1 eo 86 Wine 


«LIME 


SG NOHMAL 


i“ ADVANCE 
7 1 WARNING 


The Disney sports games will also 
appear on the GBA, along with a fifth 
_ Same, Disney's All-Star Sports: 
Seowboarding. Could this he 
coming to the Cube too? Our 
guess is it will. 

No news on whether any of 
them use the link-up cable. Just 
fer a change... 


DISNEY ALL-STAR SPORTS: 
SKATEBOARDING 


ould it? The Tonester already 
e serious sim side of 


sney crew to supply a 
2 arcade action. of 
We know very little about 
= s One, but in divorcing itself 
“om the real world of human 

De ngs, it opens a host of 
2@portunities for out-of-the- 
orDnary tricks and power-ups. 
t will be interesting to see 

y this develops. 


It's easy to sneer at Disney 
games and say they're just for 
kids, but at G-Force we 
welcome their 
uncomplicated, all-action 
approach. Sporting purists 
should steer clear, but they 
know that already. Not 
everyone wants the degree 
of complexity offered by a 


DISNEY ALL-STAR SPORTS: 
BASKETBALL 


modern 'serious' sports sim. If 
you're after some sporting 
action, but your favourite 
footie offering is still Sensible 
Soccer, you find gridiron 
impenetrable and you just 
can't be bothered to learn all 
the tricks in Tony Hawk's, the 
Disney games could be right 
up your street. m 
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FREEHSTYLE 


After the farce that was Jeremy McGrath's Supercross, can 
EA provide dirtbike racers with the thrills they need? 


GAME INFO 

fd =| 

ie) 0/2 Be) 
GENRE: 


NO HANDER 


ELECTRONIC ARTS 
EA SPORTS BIG 


[Bt 6TH SEPT 2002 


f real-life motocross 
and supercross events 
were like this, they'd be 
banned. Made for action 
gamers, Freekstyle is the most 
dangerous (and largely 
impossible) motocross game 
around, and features insane, 
over-the-top stunts. Imagine 
flying through rugged terrain 
with massive jumps at more 
than 100mph, hitting a 40-ft 
jump at the ledge of a 400-ft 
cliff and pulling off a Kiss of 
Death, a Cordova, and 360 all 
before you land. Fluffed 
tricks cause the rider to 
crash and waste valuable 
time and points, though 
you'd think with stunts 
like these, lost time would 
be the least of his 
worries. 
It's not just 
% about coming in 
first. It's not just 
about being 
the fastest. 
With 
Freekstyle, 
it's all 


cast of characters includes, 
from the freestyle motocross 
world, Mad Mike Jones, Mike 
Metzger and Brian Deegan. 
Even the former Miss 
Supercross and TV host Leeann 
Tweeden saddles up and turns 
into a throttle junkie. Choose 
from any of eight different 
riders with their own unique 
attitude and style, including 


about being fearless. A unique 


Ls 
freestyle sensations Mike 
Metzger, Brian Deegan (leader 
of the Metal Mulisha), Stefy 
Bau, Clifford 'The Flyn Hawaiian’ 
Adoptante, Jessica Patterson, 
and Greg ‘Albee’ Albertyn. 
According to EA, each character 
has their own unique 
personality, bikes and gear, 
though how different they 
actually are remains to be seen. 


we ns 


pies we 


sles 


There's nine different venues 
on offer - six circuit racing and 
three freestyle venues. Each 
offers outrageous freestyle 
terrain. Hidden paths and 
shortcuts challenge gamers and 
. add to the excitement, while 
|, special Freekstyle worlds allow 
you to take the bikes 

anywhere you have the guts 
F to go. 


§ Cunning Stunts 
There's over 100 tricks to pull 
off or combine for bonus 
points and boosts, including 
, the McMetz, Heart Breaker, 
» Vortex, Mulisha March, the 
Helicopter and the 
Executioner to name a 
few. An all-new scoring 
system challenges 
. even the most 
» fearless dirt demon 
to hold that Lazy 
» Boy for just one 
more second. The 
richly-detailed 
== environments are 
— inspired by the 
sport and 
embrace the 
lifestyle of 


extreme Moto-xX riding. Gone 
are the barriers and constraints 
of licensed tracks and venues. 
Here many of the track 
features would be lethal in real 
life, though by no means 
physically impossible. Look out 
for flaming hoops above the 
jumps, iron girders to clear and 
abandoned crates to dodge or 
smash. 

For all the hype, our sister 
magazine PSi-2 isn't all that 
impressed with the PlayStation 
version of Freekstyle. It's not 
that it's a poor game. It's just a 
workmanlike, programming-by- 
numbers outing that lacks the 
flair and excitement that 
usually accompanies EA Sports 
titles. Still, the GameCube is a 


more capable machine than the 


PS2, so hopefully we'll get a 
richer, more fluid offering with 
greater attention to detail. m 


Is this the goriest game 
ever to hit the Nintendo? 


Fins 
inne 


GAME INFO > 


RAGESOFTWARE swt WITERaom| 


PUBLISHER: 


a7, 


peve.orer: CCS ico 
| ACTION came EE wren oo 


GENRE: 


w | age is to release its 
PlayStation2 third- 
person blast-'em-up 

Twin Caliber on the GameCube. 
Played in either single or 
co-operative modes, Twin 
Caliber allows you to 


_ independently control two 
_ weapons that can be used 


simultaneously as you blaze 


your way through a mysterious 


town trying to uncover the 


secret of an evil cult. 

Early reports suggest Twin 
Caliber offers very little control 
over the characters. Instead, 
they move around ‘on rails' 
while you aim their guns with 
the analogue sticks and 
(presumably) fire them with 
the shoulder buttons. Sounds 
innovative. Whether it works in 
practice remains to be seen, 
but we'll keep you informed. m 
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FUTURE 


DARHENED 


SH'VE 


| ® | 


And no, that’s not a spelling 


mistake... 


GAME INFO 
[) SIMON & SCHUSTER INTERACTIVE | == 


ETA 
= NOVEMBER 


1” 4 ~ 
CKS! 


BOSTON ANIMATION 


THIRD-PERSON ACTION GAME 


eee 
Zz OCTOBER 


kye of Lynlora is a 
shepherd with 
attitude. Not content 

watching the lambs and 
whistling at dogs, she 
‘discovers magic and battles 
darkness'. As you do when 
you're bored with your job. 
Her task is to find five magic 
prisms that will save the world 
from evil, and she's aided by a 
know-it-all sidekick who gives 
her advice. 
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We're promised a mix of 
‘laugh-out-loud humour and 
combat, magic and melee’, 
which will hopefully take our 
minds off the game's 
derivative premise. Darkened 
Skye went down reasonably 
well on the PC, and if the 
developers can beef up the 
graphics (these screenshots 
lack detail), it could prove a 
GameCube hit too. & 


THe" 
bd 


Sette d 
pad Fad Fm Fd 
rrimiuers 


Sict4 


rar 


POS 


TOP GUM): vat 
CLOSE COMBAT 


The Cube's first flight sim is about to land, but \ 


take your breath away or merely crash and bur 


GAME INFO ETA in the game, however 
VIRGIN INTERACTIVE _ 2 SEPTEMBER insignificant, is rendered in hi- 
DIGITAL INTEGRATION eo TBA res, making for a great visual 
FLIGHT SIM Ze AUTUMN experience. You can see furthe 
a dud. You see, on Sony's too, due to the Cube game's 
better draw-in distance. The 


machine Top Gun: Combat ois he b t one 
Zones fell between two stools, penne eve: pd! WES — 
offer a more intuitive flight, 


offering an unsatisfying mix of dth ission chal 
arcade action and high-brow an eis tOnLe k enSe> 
now offer 'a more intense 


simulation. Thankfully, the Ni ced 
blast’. It sounds like Digital 


team has listened to the int ‘oni nine 
criticisms levelled at the PS2 ntegration is going for a mor 
arcadey feel than the PS2 


game and promises a much- 
; : offered... 
improved experience on the 


» heck out who's 

; bringing this 
dogfighting drama to 
the Cube. Recognise the 
name? Gamers who love their 
flight sims are now licking their 
lips in anticipation. Digital 
Integration is one of the 
foremost authorities in aerial- 
based polygon power. 


Unfortunately, anyone Cube. 
who's played it on the PS2 is 
rolling their eyes and expceting 


Graphically, the game's 


anprediably better Evarg gece UY four Missions from 


three different eras are 
spread across four 

graphically-diverse 

locations. Look out for 
battles set in Asia, the 
Gulf states (they just 
had to get that one 
in, didn't they?), 
the Arctic Circle 
and Miramar. 
Miramar? 


_ 


{riers 
eilirti ier 


$A 


It's a city in Florida where the 
Top Gun flight school is based. 
Presumably these are the 
training levels, then... 

You get eight planes to fly, 
three of which must be 
unlocked, and a range of 
canyons, mountains and cities 

to test your flying skills. You 
can create your own 
missions using all 
unlocked enemies, 
weapons and planes 
too. 
The release 
date of Top Gun: 
Close Combat 
has slipped 
several 
times. It 


was first pencilled in for a June 
release! While this is never a 
good sign, judging by the 
video footage on this month's 
DVD the extra development 
time has been put to good use. 
Look out for a full review next 
iSSue. m 


Fore(arm smash)... 


OUTLAW GOLF 


TBA 
HYPNOTIX 
SPORTS SIM 


“ 
a TBA 
a 


TBA 


OCTOBER | 
hen it comes to 
mixing genres, this 
takes the biscuit. A 
golfing beat-'em-up? Whatever 
next? A Skateboarding flight 
sim? An own-eye perspective 
platformer? 

Outlaw Golf is a rough-and- 
tumble stroll down the 
fairways, with fights breaking 
out on the greens. We're not 
sure how this element works 
yet, but we can't help 
worrying it's just a bolted-on 
gimmick. Also worrying is the 
‘composure response system', 
that deadens your controls if 
you're doing badly. The 
developers claim this reflects 
reality, where the golfer's 
composure is affected by his 
performance, but it seems a 
little artificial to us. 

Outlaw Golf has yet to be 
pencilled in for a UK release, 
but we look forward to this 
original, if gimmicky, take on 
the sport. m 
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HOT WHEELS: 
VELOCITY H 


Car combat racing... 


THQ = = LATE 2002 
BEYOND GAMES | @ | tAte200a 
DRIVING GAME iy LATE 2002 
i 
| or those who don't the road and you get the idea. 
1 know, Hot Wheels isa _ The latest in the series is Hot 
| series of Matchbox Wheels: Velocity X, and it could 
I cars that inspired a series buck the trend and prove a 
of rather mediocre console worthy winner. Stranger things 


games. Imagine Army Men on have happened, y'know... 

2 Velocity X boasts more than 
45 authentic Hot Wheels cars 
to unlock and drive, 30 
missions in six huge levels and 
15 offensive and defensive 
power-ups. There's three 
multiplayer modes too, with 
racing, battle and stunt 
competitions catered for. m 


we 


ae, aw | ae eet 
|/EGGO MANIA 
| Catch them, rotate them, 

| place them... 


KEMCO m= SEPTEMBER 
HOTGEN STUDIOS ) i TBA 
PUZZLE GAME = SEPTEMBER 
he Eggos have a Instead of keeping the tower simultaneously on all formats, 
problem. These egg- down by making completed including the Cube. If they car 
shaped critters must lines disappear, you must build tighten the gameplay but 
use falling shapes to build it as high as possible - it's retain the incredible 
_ towers on their little island, incomplete lines that are in standards of presentation 
_ desperately climbing to avoid danger of vanishing, as they're they could be onto a 
__ the rising water levels. It's undermined by the rising winner. m 
basically Tetris in water. Do you go for speed and 


reverse. 


leave gaps, or safety and build 
carefully? 

-» The Advance version of 
Eggo Mania was reviewed in 
GBX #10, but after our 60% / & .. 
score, Kemco took it back 

into development and 
is now releasing it 


PRO TENNIS 
WTA TOUR 


Konami's new tennis game is 
coming our way in time for the 


KONAMI [meet OCT 2002 
KONAMI | | AUG 2002 
SPORTS SIM (EE __ sept a002 


SPIHERS 


Why do no ugly people 


play this game? : 
SEGA/INFOGRAMES |ei=< SUMMER2002 | 
AM2 | ournow ro Tennis WTA Tour is returns and Advanced Mode 
SPORTS SIM __ BZ 1 agTH AUGUST a recreation of the gives greater player input and 


women's game, with the ability to add spin. With 


v,Y, e first covered this 20 real-life stars included. multiple court types (including 
perv's paradise back in Look out for Jennifer Capriati, grass, clay and hard) and court 
ssue Two, and we've Serena Williams, Martina Hingis | designs based on the most 

(= to add to what we said then, and Jelena Dokic, who also famous venues in the world, 

o have a fistful of fresh provided the motion capture. WTA Tour Tennis adds realism 
> We'll be covering Beach Realism is the name of the like no other tennis game. 
> rs - sorry, Spikers - as an game throughout, with REPLAY 


mort game next issue, but in 
™e Meantime, enjoy the view...m 


everything from facial 
expressions to the superstars' 
individual playing styles 
reflecting those of their 
real-life inspirations. 

The realism carries over into 
gameplay too. Two methods 
of control enable intuitive 
gameplay for both newcomers 


as 


and seasoned pros alike. Easy APRIATI 
Mode offers one-button 


eera 


2 


ee 


See eros 
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_ FUTURE SHOCKS! 


MONSTERS, Inc 


Pixar's monster mayhem 
comes to the Cube... 


GAME INFO — 


AUTUMN 2002 
o 


Vz AUTUMN 2002 


RADICAL ENTERTAINMENT | 
ACTION ADVENTURE 


aa. 


GODZILLA: 
DESTROY ALL 
MONSTERS MELEE 


The king of Monster Island 
roars onto the GameCube... 


GAME IN 


— 


6 INFOGRAMES <2 NOV2002 
|ow the monsters of laughter, they're ready to have PIPEWORKE STUDIOS [ ice 
| Monstropolis have some fun. In Monsters, Inc. BEAT ENCUP CRS 


learned the power of Bash Arena (working title) for 
GameCube, players compete 
as one of the monsters in a 
unique dodge ball-style match. 


;hen we first looked at But there's also 'a robust 
this one back in Issue combo system and special 
~ One, we were worried attacks unique to each 


Using laugh balls, players its monster-mashing mayhem creature’. Cool! Of course, 
compete in a would prove more of a there are plenty of pitfalls for 
tournament gimmick than a serious a beat-'em-up, even if it has a 
to be first fill fighting game. After all, plenty robust combo system. Holes in 
_ their laugh of creature combat console the opposition Al might make 
canisters with offerings have proved less- combos unnecessary, for 
children's giggles. than-wonderful in the depth example, and the characters' 
As Mike, Sulley, department. It seems differing fighting styles might 
Randall or more, you developer Pipeworks Studios make some of them unusable 
dodge, throw, and share our concerns. or bias the game in favour of 
duck your way through Obviously, each character is one fighter or another. 
seven arenas inspired by equipped with basic moves However, it's great to see 
artwork from the movie. like kicks, punches, jumps, they're doing more with the 
Modes include Game projectile attacks and blocks. game than writing a basic 


Knockout, Countdown and Hot 
Potato. Unlock hidden 
characters and bonus 
_. Stages too. Here's 

) the first 

* screenshots... B 


= AUG 2002 


ttle engine and pasting on 
© licensed characters. 


lonster Mayhem 

md what characters they are! 

ere are over 14 in all, 

sluding unlockables. Look 

yout for Godzilla 2000, Godzilla 
0, Mecha-Godzilla, King 
dora and Mothera. True-to- 

hme-films animation is 


promised, and given the 
rather low-tech special effects 
employed by those ageing 
monster movies, it shouldn't 
be too hard to achieve. 

The arenas are seriously 
movie-inspired too. Combat 
takes place in around ten 
massive locations, including 
San Francisco, Seattle, Tokyo 
and Monster Island. Each city 
has been created with 
amazing attention to detail, 
including working traffic 
lights, blinking neon signs and 
moving cars, buses and tanker 
trucks. Buildings are fully 
destructible, and once on the 
ground, pieces of smashed 
concrete can be used as 
projectiles. Power-ups are 
dropped into the arena by 
alien ships and hidden within 
city buildings, but they come 
at a cost. As the monsters 
march through the cities 
causing mayhem and 
destruction, the human 
military fights back with tanks, 
helicopters, hover jets and 


oes aaa A BY 


sols 


laser cannons, launching 
attacks at the monster guilty 
of the most damage. You can 
even use this to your 
advantage by throwing your 


foe into vulnerable constructs. 


Despite our natural 
scepticism regarding creature 
combat, Godzilla: Destroy All 
Monsters Melee is shaping up 
to be a great game. Only time 
will tell whether it lives up to 
its promise, but we can't wait 


to find out... & 


<a SS Or, i 
rosy, — 


THREAT 


| Another game based 
on a French comic... 


INFO 
UBI SOFT 


PUBLISHER: 


LARGO WINCH: 
EMPIRE UNDER 


ARST 
00K 


DEVELOPER: UBI SOFT 


GENRE: 


argo Winch - ever 

heard of it? Us 

neither, but 
apparently it's really popular in 
France. That's why Ubi Soft 
snatched the game licence... 

According to Ubi Soft, the 

world of Largo Winch lends 


itself perfectly to video games. 


The character is the epitome 
of the ultimate hero, and his 
adventures are packed with 
action and suspense. In the 
beginning, Yugoslavian orphan 
Largo is adopted by the 
world's wealthiest man, who's 


ACTION ADVENTURE Ry 


in search of an heir. When his 
adoptive father dies, 26-year- 
old Largo inherits the Winch 
Corporation, a financial 
consortium worth more than 
10 billion dollars. Drawn to the 
challenge of presiding over 
such a vast empire, Largo 
takes over from his father, and 
plunges headfirst into a new, 
unexpectedly vicious world... 
No news on when it's going 
to be ready and only two 
screenshots to show you, but 
rest assured we'll come back 
to this one at a later date. & 
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GAME INFO 


PUBLISHER: 
DEVELOPER: 
GENRE: 


f you liked the look of 

Issue Two's import 

review Battle Houshin 
but can't play Japanese 
games, you're in luck. 
Although no release date has 


ADVANTAGE. 
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FIGHTING GAME 


been set and no publisher has 
been signed, it's coming to 
the UK as Mystic Heroes. 
Mystic Heroes is an all-out 
battle-fest, with weapons, 
spells and monsters. It's 
looseley based on an 
| ancient Japanese novel 
i called Houshin Engi, but 
is not connected with 
the anime cartoon of 
the same name. 
Battle Houshin scored 
m 70% as an import, and 
only time will tell 
whether the translation 
into English will 
substantially improve 
the experience. & 


It's all been done before, but 


never like this... 


GAME INFO 
MIDWAY 


___MIDWAY 
ACTION ADVENTURE ADVENTURE 


PUBLISHER: 
DEVELOPER: 
GENRE: 


Why clone when you 

can morph?", asks 

David Burton, 
Midway's UK marketing 
director. "Dr Muto's morphing 
isn't just a gameplay feature. 
It's a unique mechanic that 


_ allows Muto to combine with 


living organisms to accomplish 
tasks no human could 


_ achieve". Sounds like a 


gameplay feature to us, but 
let's give him the benefit of 


_ the doubt as we check out 


Midway's forthcoming Crash 


ETA 


ys eaves | 


DECEMBER 2002 


Bandicoot-with-science 
offering. 

Redefining the image of the 
proverbial mad scientist, 
players take on the personality 
of Dr Muto, a very mad 
scientist whose latest 
experiment accidentally 
destroyed his home planet, 
leaving only his laboratory 
intact. Careless, eh? 

With his ingenious 
morphing technology, Muto 
hopes to rebuild his destroyed 
world by harvesting resources 


: LALLA ear iy 
his various Fors. The effets offered by his pix gun are impressive too, 


from other nearby 
| \ planets while dashing 
= ) through a stylised 
. universe, 
{ encountering dangerous 
,. challenges and freakish 
monstrosities as he battles 
his arch-nemesis, the evil 
“» Professor Burnitall. How 
someone who just 
destroyed his home 
_/ world can call another 
man evil is beyond us, 
but hey, it's only a game, 


. y right? 
a 


As Dr Muto, players forge 
through 22 vast levels on four 
distinct planetscapes. Travel 
from the junkyard world of 
Totitec to the half-drowned 
water world of Aquem, 
through the smog-choked 
skies of Flotos and finally, the 
forbidden mines of Mazon. 
Armed with his newest 
invention, the splizz gun, Dr 
Muto morphs himself into a 
variety of DNA-spliced 
. creatures including an 

: lien spider, 
miniature 


hulking gorilla. It seems this 
particular invention works 
better than the one that blew 
up his planet. By morphing, Dr 
Muto gains each creature's 
abilities and physical 
attributes, such as the ability 
to cling to webs, squeeze into 
tight spaces and breathe 
underwater. All the better to 
crush, outwit and outlast 
more than ten different 
enemies. You can also use 
each world's native Gomer 
(genetically-engineered slaves) 
to trigger switches, activate 
puzzles and for any other 
purpose the mad doctor 
deems necessary! 

Dr Muto should be with us 
early next year, and judging by 
the screenshots, it could 
prove a fun if derivative 
experience. 


JANES ATTACH 


SQUADRON 


The planespotter's 
Bible spawns a Cube 


game... 


XICAT INTERACTIVE 


NOV 2002 


MAD DOC 


FLIGHT SIM 


C gamers are more 

than familiar with 

serious simulations 
like Jane's Attack Squadron, 
but until now, they've rarely 
appeared on the consoles. 
Seems the GameCube is 
making PC publishers sit up 
and take notice... 

Jane's Attack Squadron is a 
next-generation World War II 
flight combat simulation that 
allows you to take control of a 
number of pivotal battles in 
the European Theatre of 
Operations, from either the 
Allied or Axis side. 

The focus is on low-level 


attacks of tactical targets, over 
ground and sea. Missions 
include air strikes on a wide 
range of targets, including 
warships, subs, trains, tanks, 
airfields and factories. Other 
mission types add variety, and 
include Patrol, Intercept and 
Strategic Bombing. 
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(Ex : 


DONALD PH: 
WHO IS PH? 


Donald Duck returns in a new 
role... 


UBI SOFT | a NOVEMBER 
UBI SOFT | (TBA 
PLATFORM BLASTER Ry: TBA 
es | 
m= ¥ Ored with his enemies, and discover new 


veryday life working powers as you progress 
in Ducklair Tower as a through the game including x- 
security guard and sick of ray and head-hunter missiles. 
being put upon by his It's enough to make you go 
girlfriend Daisy, his three quackers (ouch!)... m 
nephews and Uncle Scrooge : 
McDuck, Donald Duck makes a 
wish to become a superhero. 
Unbeknownst to him, 
someone was listening. 
Computer One, a super- 
computer hidden in the tower, 
enrols Donald as the new 
Superhero of the Future; PK. 
PK discovers an evil race called 
the Evronians plan to secretly 


PREY DIGITAL STUDIOS | TBA 
SHOOT-'EM-UP ih TBA 


ould you believe it? All boiling kettles and screaming 
through the Cold War housewives out to batter you 
the Yanks were with a rolled-up copy of The 


invade Earth and transform its ~ breeding and training Sun. 

inhabitants into slaves. You insects to fight the Russians. As well as the 12-location main 
must explore four different | Small enough to be radar- game, there's also plans for 
worlds, including an | undetectable, able to carry several deathmatch tourneys 
underwater base, Ducklair | viruses, immune to most such as Capture the Flea and 
Tower and the mothership. | poisons and germs... Protect the Queen. The game 
Use the powerful X- Okay, it's a silly idea, but has yet to find a publisher so 


transformer to blast your | Stung!, a game that puts you in 


control of one of these warrior 
bugs who's escaped from the 
research labs after the Cold 
War ended, sounds like it could 
work. Your former comrades 
are after you, but you face 
additional hazards such 
as spiders' webs, 
steam from 


there's no release 
date set, but rest 
assured we'll let 
you Know as soon 
as we find out. m 
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& cAPcom vs 
-¥SNH 2: EO 
The ‘EO’ stands for 
‘Extra Offence... 


CAPCOM [Eps sstavcusr 
CAPCOM JAPAN OUT NOW 
BEAT-'EM-UP = 1TH aucust 


twasa 
Nintendo/Capcom 

: collaboration that 
reinvented the beat-'em-up. 
Street Fighter 2 on the SNES 
was the first truly modern 
fighter, with characters, 
combos and other words 
beginning with 'c'. Capcom Vs 
SNK 2: EO continues the saga, 
and combines warriors from 
Capcom and SNK fighting 

_ games such as Street Fighter, 
| Final Fight, Darkstalkers, Fatal 
_ Fury, Samurai Shodown and 


can we ever be complimentary 
about a GameCube game that 
looks like a SNES port? Sure 
there's room for a 2D fighter 
on the Cube, but it didn't 

have to look this dated. 
Capcom is keen to shout 
about the game's two 

control methods, 
the standard 
three-button 
punch and kick, 
and the context- 
sensitive easy 
version that uses 


_ ELECTRONIC ARTS | mm ce 


one-button strikes 


AUTUMN ; King of Fighters. It looks set to 


EA SPORTS 


AUTUMN be every bit as good as Street and easy special 


t's the same old story. 
Every time EA Sports 
: launches a new 
anchise, the first couple of 
3ames perform poorly, with 
oney spent on the licences 
ather than development time. 
en, as the years roll on and 
ew editions of the game roll 
but, the quality picks up as the 
aults are addressed. Take 
Knockout Kings. The 1999 
version (on the PlayStation) 
was abysmal, but by the time 
the series reached the PS2, it 
was an awesome fighter, with 
ounches slamming into faces 
with the force of battering 
rams and fluid combinations 
testing the mettle of 
recognisable prizefighters. So 
what will the GameCube 
version have to offer? 
For the first time in the history 
of Knockout Kings, gamers can 
take on opponents in 
elimination tournaments with 
untimed fighting in an all-new 
mode. Arcade-style boxing 
with a hip new feel. On-screen 
cues spur fighters on as they 


BEAT-'EM-UP 


moves, but will 
this be enough to | 
save it? Let's wait 
and see... B ! 


| Fighter 2... 

Unfortunately, as SF2 was 

_ released in the early Nineties, 
| that's not much of a 

= compliment. And let's face it, 


AUTUMN 


earn progressive damage levels 
for user-selectable special 
punches, which can be 
unleashed on your opponent at 
any time. A more detailed stat 
tracking system awards points 
for the fighter's actions in the 
ring such as quickest KO, 
number of blocks and 
most knockdowns. 
These points are 
used to track a 
fighter's status in 
the ring. 
Over the last 
four years, 


series 
has 
grown 
froma 
ham-fisted 
disaster into a 
top boxing sim. 
Let's hope the 
GameCube version 
7) takes it to further | 
heights. | 
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BLOCKS 
AVE MEMORY! 


AVAILABLE FROM ALL GOOD GAMES SHOPS INCLUDING: GA)\> #¢bee @HMV 


R CALL 0845 601001 5 sae) ORDER DIRECT cais charged at Low call rate) 


eS 


M02 Datel Ltd. Mega Memory 16x is a trademarks of Datel Ltd. GameCube is a registered trademark of Nintendo Inc. 
ese products are not sponsored, endorsed or approved by Nintendo. Actual appearance may vary. 


www.codejunkies.com 
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t's hard to believe, in 
an industry that's 
barely 25 years old, 
, that one of its major 
_) players has been in 
existence over a century. 
Nintendo was originally 
formed back in 1889 by a man 
called Fasajiro Yamauchi, who 
set about making money by 
producing playing cards. And 
for the most part, this is what 
the company made for the 
first 70-odd years of its 
existence. 

During that time, they hit 
several major milestones which 
cemented the foundations of 
the business. In 1907, for 
instance, they inked a deal 
that ensured their playing 
cards were sold in every 
Japanese tobacco shop. In 
1951, the company became 
formally known as Nintendo 
Karuta - or Nintendo Playing 
Cards - and eight years later 
they struck a licensing deal 
with the Walt Disney Company 
that allowed them to produce 
cards with popular Disney 
characters on them. 


The company changed 
management during this time, 
but always kept it in the 
family. Perhaps the most 
significant change came in 
1947 when 21-year-old Hiroshi 
Yamauchi took charge. His 
ambition and drive, whilst not 
to everyone's liking, certainly 
kick-started many of the ideas 
that took the company to 
where they are today. He 
experimented with new 
products such as rice snacks, 
and various toys such as the 
Ultra Hand, which was a fairly 
useless hand extension device. 
Still, good advertising helped it 
shift in considerable numbers. 
The Ultra Machine too did well 
(a toy baseball game). It was in 
the '70s Nintendo really shifted 
into electronics. Right at the 


start of the decade they 
launched the Light Beam Gun. 
It sold over a million, and off 
the back of its success, the 
company launched indoor 
shooting ranges that enjoyed 
much success until the 
recession kicked in and 
people's spare yen dropped. 
The company was hitting 
troubled times. 

The solace came with its 
first videogames console, the 
TV Game 6, which as the name 
suggested, had six games built 
in. Nintendo wasn't the first to 
sell such machines, as Atari 
and Magnavox were already 
enjoying success themselves. 
Nintendo followed up the 
machine with a more powerful 


No time for chat, we've got a lot of ground to cover here, as Simon 
charts the rise of the world’s most successful videogames company. 


Colour TV Game 15, and at the 
start of the ‘80s, a successful 
range of Game & Watch 
devices (you can get 
conversions of these ancient 
gems on the Game Boy). The 
success of these projects gave 
the company space to develop 
more ambitious new ideas. 

Resources were pushed 
into the company's arcade 
division. The company's policy 
of bringing on and investing in 
new talent (forced somewhat 
by the reluctance of Japanese 
workers to leave their current 
employers) unearthed a real 
gem who remains at the 
cornerstone of the company's 
games development right 
through to the present day. 
Shigeru Miyamoto was quickly 
recognised as a talent, and 
given a project of his own. The 
fruits of his labours would 
ultimately become Donkey 
Kong, the game responsible for 
the launch of Mario. With 
follow-on arcade hits such as 
Super Mario Bros, the 
moustachioed one quickly 
established himself as the 
firm's mascot, and his ability to 
shift consoles still hasn't 
waned. 


Nintendo really hit pay-dirt 
in the 1980s with the Nintendo 
Entertainment System. 
Yamauchi was confused as to 
why games machines cost a lot 
to develop, but sophisticated 
calculators were so cheap. He 
pushed his developers until 
they could deliver for him a 
console that was not only 
better than rival units, but also 
less expensive. The strategy 
was simple - the hardware sells 
at a low price, because it's the 
games that reap the rewards. 
The Famicom - known as the 
NES everywhere but Japan - 
was the result. 

Launched at a time when 
consoles were in decline 
following the demise of Atari, it 
was by no means a guaranteed 
success. Lining up against arch- 
rivals Sega, who had the Master 
System machine on the runway, 
Nintendo played a savvy game. 
Thanks to heavy investment in 
the software and the reliance 
on characters who would go on 
to become megastars in their 
own right, the machine quickly 
swept the world. 

The NES really was the 
making of the modern-day 
Nintendo, and the battle 
between it and the Master 


System set the parameters for 
the console wars which are still 
being fought today. The key 
business strategy was that it 
was the software that made 
the money. Thus, Nintendo sold 
their console at a loss, working 
on the assumption that if they 
charged third party publishers a 
license fee for each game sold 
whilst investing heavily in 
games themselves, they could 
more than make their money 
back. And they were so right. 
The man who led the charge 
was the fat Italian plumber, of 
course, with Super Mario Bros 
selling by the millions and 
establishing a key character 
who would the cornerstone of 
Nintendo's 
strategy even 
two decades 
later. Two further 
sequels were 
developed for the 
NES, with Super 
Mario Bros 3 in 
particular widely 
regarded as a work 
of outright genius. 
It was a great 
period for Nintendo, 
and they completely 
defeated the Master 
System worldwide. 
But the company also 
realised this was only 
the beginning, and the 


technical limitations of 
the hardware meant 
consumer demand 
for an improved 
machine was 
imminent. The 
success Sega and 
Nintendo had 
enjoyed was 
attracting other 
players to the 
market too, with 
Atari threatening a § 
resurgence (which * 
would ultimately fail 
off the back of their Jaguar 
console) and Sega themselves 
working on a new, more 


mech ORivest 


launched 
the Genesis, Known over 
here as the Mega Drive, and 
immediately it was clear this 
was a very potent threat. 
Launched in advance of the 
SNES by a good year or two, 
it was Sega's most popular 
machine ever, with its fast, 
frantic software far more in 
tune with the gamers than 
Nintendo's. Nintendo also had 


powerful console. Sega 


good reason to worry about 
Sega's emerging mascot, Sonic, 
who was a faster, more frantic 
little fella than the more 
ponderous Mario. 


VERS HIGH RESOUJTION GRAPHICS! 

Ee ee LARY OF NINTENDO GAMES! . ‘ 

RESISTANCE, FAST FRONT LOADING! wwPanenweneuen, * 
f p ENnNTERTAMmMeEentT 
- SYSTem 
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1889  Fusajiro Yamauchi starts company as a playing card manufacturer. 


1959 Start selling cards of Walt Disney characters. 


1970 Beam Gun series of products launched. 
But Nintendo stepped upa 


gear in considerable style, 
cementing the success of the 
NES with the Super Famicom, 
known in the States and Europe 
as the Super Nintendo j 
Entertainment System (SNES). consoles. Eventually Sega got to enjoy the dominance of the 


Arcade division formed. 


1981 Launch of Donkey Kong videogame, and birth of Mario. 


This was a far more powerful round to releasing Sonic The market over Sega this time 

machine, and launched with one —_ Hedgehog, in one swoop around with the Mega Drive 1985 Nintendo starts shipping the NES worldwide. 
of Mario's finest outings, Super introducing a high-profile proving a big hit. 

Mario World. It's recently been mascot to rival Mario. At one Perhaps if there's something 

converted to the GBA with equal _ point, Sonic was signed for surprising about the SNES, it's 1989 Nintendo releases the Game Boy. 

acclaim, and it's arguable that conversion to other home that another Super Mario game 

this title alone helped shift computers, but Sega wasn't forthcoming. Instead, 


1991 The SNES launches worldwide. 


Nintendo put together Super 
Mario All Stars, which fitted the 
three NES Mario outings onto 
one cart and added a few lost 
levels. It was a great value 
package. The SNES also played 
host to titles such as Dr Mario, 
which played on the power of 
the plumber. But a full follow-on 1998 Apprinter and camera for the Game Boy are launched. 
to Mario World wasn't 
forthcoming, all-the-more 


pe tae Cavers Bac an 2000 Nintendo sells its 100-millionth Game Boy. 
admittedly-tedious Super Mario 
| Bros film was released in the 
Summer of 1993. What we got 2001 GameCube makes its debut in Japan and the States. 
i instead was Super Mario Kart, a 
nixed the deal when they fantastic karting title that 
realised what they had. Sonic remains one of the finest 
sold shed-loads of Mega Drives. console titles of all time. 
However, Nintendo had other 
tricks up its sleeve, with games 
such as Super Tennis, Pilot Wings 
and more generating 
healthy sales. But for 
/ the next huge mega- 
i) hit, Capcom arrived 


hundreds of thousands of We... NIRTENDO 


1996 The Game Boy is relaunched in a shrunk-down pocket format. 


1997 The European N64 release finally takes place. 


BJ with street Fighter , HA ’ +. _\ | Ae 
(“4 a game that sold fora tad / * i ante NINTENT 
staggering £64.99 but A phe . Z Ox 
thanks to some canny a Ak as ” id 33 Pn. J 


: bundling, drove the sales 
of another round of machines. 
The game was a gigantic hit, 
and significantly swelled the 
coffers of both Capcom and 
Nintendo. Several sequels 
followed, which are still being 
churned out to this day. Even 
the Mega Drive got a version in 
the end, and here again Capcom 
earned themselves a fair few 
pence. However, Nintendo failed 


But perhaps the reason a full 
sequel wasn't forthcoming was 
because by this time Nintendo 
was preoccupied with its latest 
console, the Game Boy. This was 
released in 1989, ultimately 
against tough competition from 
Atari and Sega. A decade later, 
the machine was still selling 
strongly, arguably making it the 
most successful 


Sega was no longer the 
biggest threat. Home 
entertainment specialists Sony 
was soon sniffing round the 
console market, and announced 
the development of a new 
console, which was to become 
known as the PlayStation. As 
sales of the SNES and the Mega 
Drive started to slip, the 
hardware companies again 
looked to develop their next- 
generation machines. And for 
the first time, Nintendo tripped 
up, though Sega's Saturn 
suffered the most. The machine 
did have some fantastic games 
- NiGHTS instantly springs to 
mind - but sales were very, very 
disappointing, and Sega was 
pretty-much out of the next- 
generation console war before 
it had begun. The 


console of all time. But it wasn't 
an instant success, taking some 
time to become established. As 
expected, it launched with a 
good Mario game, Super Mario 
Land. This again managed to 
retain the compulsive playability 
of the franchise and sold 
healthily for around half a 
decade, even hitting the top 
ten in the Game Boy sales 
chart when the subsequent 
sequels were also on the 


ARIOxO2 
9300 Ox 


nails in its coffin were very 
firmly nailed by Sony, 
whose also-CD-based 
PlayStation console quickly 


became a huge hit. Backed BES 


by major, critically-acclaimed 
titles such as Ridge Racer, 
Destruction Derby and Tekken, 
the machine was a 
groundbreaking piece of 
hardware for the gaming 
industry. The irony here was 
Sony was working in tandem 
with Nintendo to create a CD 
drive for the SNES, but 
Nintendo backed out, and Sony 
went back into development 
with their work to produce its 
own machine. 

Until the PlayStation arrived, 
consoles were seen more as 
toys for youngsters, but 
Sony's big success 
was crossing the 
machine into the 
lucrative male 18- 
30 market. Whilst 
Sony thrived, 
Nintendo was still 
working on its Nintendo 
64 console. The machine 
was delayed, as the company 
waited until they had a 


WORLD TIME 
Si ini O37 


shelves. The turning point in the 
Game Boy's life was when 
Nintendo won a bitter legal 
battle for the rights to a Russian 
puzzle game. Already published 
on home computers by Robert 
Maxwell's Mirrorsoft company, 
Tetris didn't really catch on, 
although that was all to change 
when Nintendo finally acquired 
the rights and started bundling 
it with the Game Boy. Again, 
this turned out to be the killer 
app the machine needed, and it 
was also responsible for shifting 
plenty of link cables as many 


software line-up ready for the 
launch. In this time, Sony made 
significant inroads, and 
ultimately 


retain the expensive 
cartridge format for the 


people SEE 
took the opportunity to play 
the game in two-player mode. 
Its competitors had one 
main advantage over the Game 
Boy in that both offered a 
colour screen. Sega's Game Gear 
and Atari's Lynx were both 
heavily promoted, and in 
advertisements, the colour 
screens of the competition 
certainly made them all-the- 
more enticing. But this came at 
a cost, as the battery life of the 
Game Gear and Lynx was 
significantly shorter than that of 
the mono Game Boy. Together 
with the double whammy of 
Mario and Tetris, this helped ga 


Nintendo's decision to 


“2 


n 


N64 would cost them 
dear. 


ie) 


PlayStat 


, Nintendo see off the 

threat, despite the Game 
Gear having a Sonic game to 
help it along. 

As Nintendo was to discover, 
though, the Mega Drive was 
Sega's last serious threat. The 
quality control of the Sonic 
series began to lapse, and 
expensive Mega Drive add-ons 
such as the 32X and MegaCD 
left punters feeling ripped off 
by their lack of widespread 
support. The punters would 
never return to support Sega in 
the same numbers again, even 
when the company launched 
their vastly-underrated 
Dreamcast machine in 1999. 
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When the machine launched, 
it did still sell well, although 
Nintendo had to settle for 
second place in every territory 
across the world. That said, the 
machine had arguably some of 
the finest titles of all consoles at 
the time, if not ever. Super 
Mario 64 turned Mario's world 
3D, with highly addictive results. 
That it managed to marry both 
technical and gameplay 
achievements was all the more 
astonishing. Mario Kart 64 didn't 


42 G-FORCE AUG 2002 


add an awful amount to its 


predecessor, but was still one 


of the most addictive games of 
its time. But for many fans, not 


_ enough games were getting to 
the shelves. The PlayStation 
_ was flooded with many sub- 


standard releases, but users 
still felt there was a sizeable 
software base to choose 
from. Nintendo continued 
its stringent quality control 
policies, and this meant 
months would go by 
= without any notable new 
release. However, those 
dissenting voices were 
silenced with two titles that 
even now rate as two of the 
best games of all time. Rare had 
already developed hit games 
such as Donkey Kong Country 
for Nintendo, but they've 
arguably never bettered their 
James Bond tie-in, GoldenEye 
(although the pseudo-sequel 
Perfect Dark came close). And 
Nintendo themselves built on 
one of its own franchises with 
~ the astonishing 
The Legend of 
Zelda: Ocarina Of 
‘Time, another hit 
¥ _ for Shigeru 
“— Miyamoto. 

Excellent though 
they were, the 
PlayStation was still 
winning. 

But if the N64 was 
faltering, solace came 
in the shape of the 
Game Boy, which 
continued to bring 
home the bacon 


on its way to 
becoming ) 
the most ; 
popular 

video game 
platform in history. 
Having shaken off the 
threat of Atari and 
Sega, Nintendo 
enjoyed dominance 
in the handheld sector, and 
continue to do so to this day 
(with only the underrated Neo 
Geo Pocket - which itself had a 
Sonic game - going up against 


it). But the reason for its success 


wasn't just the lack of 
competition, for Nintendo was 
savvy enough to continue 
investing in quality software for 
the machine. The big hit that 
would carry the unit through 
the last few years of the '90s 
almost single-handedly was 
Pokémon. Not since Mario had 
Nintendo enjoyed such success 
with a franchise, and the games 
sold in enormous quantities in 
all territories across the world. 
That Pokémon also spawned a 
collector's craze, several hit 
movies, a cartoon series and 


F, daa 


. = ») \. =e Ss 
COUPER DAN 
ON > 


‘company 
r are well 
\ known. The 


umpteen other spin-offs 
didn't do any ~= 
harm either. 
Franchises 

such as 

Pokémon also 
pushed the Game Boy 
Color, launched in 
1998, which Lo wg 
enjoyed limited eh” < 
colour capabilities but again : 
gave the machine 
| exe) an extra burst, 

y with sales doubling 
/ within a year. 


Arch-rival Sega is now a 
developer for Nintendo. And 


The more whilst other console 
modern-day manufacturers seem intent on 
ie antics of creating games chock-full of 

/the bells and whistles that look 


good in a shop window, 
Nintendo continue to focus 
firmly on gameplay. And with 
that philosophy in mind, I'm off 
to enjoy the fruits of their 
labour and have another spin 
on Pikmin, thank you very 
much... & 


Game Boy Advance 
has launched to 

/ major success. The 

\ Cube, whilst not 

AX, toppling the Ps2, is 
<j holding off the 

threat of the Xbox 

and establishing a 


; sizeable user base. 


90+ 


A top-class game that sets the 
standards for the genre. 


80+ 


Fine fun to play, but falls short 
of all-time classic status. 


710+) 


Still fun to play, but significant 
| flaws are creeping in. 


GO: 


| An average game with little to 
} commend or condemn it. 


50+ 


| Do its flaws outweigh its 
strengths? The jury's still out... 


40: 


OK for an hour or two, but not if 
you've something better to do. 


ETERNAL DARHNESS 
SANITY'S REQUIEM 


a pn |e 


Very little fun at all, and not 
even worth renting. 


20+) 


| After ten minutes, you want to 
| switch it off. 


10+ 


} At this level or below, the game 
is damned-near unplayable. 


GC EXCLUSIVE, 


Games which only appear on the 
GameCube, and no other 
| console, computer or arcade 
machine, are stamped 
‘GameCube Exclusive’. Just so 
you know... 


Toe [56 | BOMBERMAN 


GENERATION 


Lh) ot) 5 S 


/ RECOMMENDS 


| Only the best games get the 

| G-Force Recommends award! To 

| Carry away this illustrious prize, 

} they have to score over 90%, 
and we don't give scores like 
that lightly... 
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DAMAGE: 

ON SALE: . October 2002 
PUBLISHER: NINTENDO 
DEVELOPER: .SILICON KNIGHTS 
TYPE: ...ACTION ADVENTURE 


MEMORY CARD: ..... 15 BLOCKS 
RUMBLE: . “ 
ONLINE: . 


ON THE WEB: . . 


.RESIDENT EVIL (9196) 
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Meet the game that lifts the GameCube out of 


puberty and into full-grown adulthood. Simon makes the journey too... 


A ntendo, the sceptics said, is for 
ikids. The Cube? That's the one for 
"younger gamers who want 

cartoony graphics and cutesey games. The 
signing of Resident Evil? Just a token 
_ gesture to keep the older 
players happy. Eternal 
-_ Darkness is the game to 
~~ silence the sneers. This very 
‘ moment the Cube 
comes of age, 
| \ breaks out of the 
me confines of the 
numerous 
stereotypes critics 
have encased it 
in, and proves 
our machine is 


capable of mature, intelligent games that 
don't have moustachioed plumbers in 
them. Ladies and gentlemen, meet not 
only the best Cube game of the year, but 
the best game on any format so far this 
year, bar none. And it's going to take some 
beating... 

mistaken for another game from the tired 
production line of Resident Evil clones, 
mixing elements of exploration and 


"The devil really is in the detail here...” 


battling as you progress through the it all, which goes back a time long before 
various secret-filled locations. But humanity. Back then, the universe was in 
Nintendo bill this as a psychological the hands of another race, which over 
thriller. Intricate with its narrative and time was gradually driven into hiding to 
involving with its storyline, the game regain its strength and to wait for an 
brings together several characters opportune time to resurface. These 
throughout various periods of time, each Ancients, as they're known, defy known 
of whom have their lives ripped apart by science. And not to put too fine a point on 
things they see but can't comprehend. it, they're waking up. 
Predictably, there's a sinister truth behind This story in itself is potentially a great 
big pitfall for the game. After all, haven't 
Sie we heard all this guff about the universe 
being taken over before? Ah yes, but 
Eternal Darkness - like all good thrillers - 
wisely switches its focus to the characters, 
as each of them (particularly in the early 
levels) learns about the foe they're up 
against. It's cleverly done too. For the 
most part, the structure is held together 
by Alexandra Roivas, stuck in a big 
mansion and looking for answers 
regarding the sudden and disturbing 
death of her grandfather. She's the 
contemporary character, a university 
student who's the first to uncover The 
Tome Of Darkness, a book each of the 
characters must discover and digest. The 
book provides the structure of the game, 
broken down into eleven chapters (which 
form the levels), thus allowing the action 


"This is a title for those who love their to take place in flashback for the most 
part. 


EXAMINE 


VY That green meter in the top- 


left is your sanity. Finishing a games, and who want to invest time in a Furthermore, the story reeks of detail. 
baddie off like this keeps it meaty, long-lasting challenge. id _ As the game's characters - of which you 


topped up. can read more elsewhere in this review - 


exists in different times, but very often 
the same locations are encountered, albeit 
with differences you need to be aware of. 
For instance, in 2000AD, Alexandra finds a 
door in the mansion which is notable by 
its absence in 1760, when her distant 
relative Maximillian is exploring the same 
area. The devil really is in the detail here, 
and it's enhanced more by the depth of 
thinking and high production values that 
bless Eternal Darkness. 

Avoiding the need for lengthy cut 
scenes and waffle-filled introductions, the 
game gets its story set-up over with 
quickly too, throwing you into action very 
early on. Sure, the first few levels 
continue to set the scene, but they also 
let you play the thing and get the feel of 
it quite quickly. Within the first three 
chapters, you encounter a range of 
puzzles, enemies, skills and traps, and they 
prove a valuable education for what lies 
ahead. That's not to say these stages are a 
pushover - far from it - but they do serve 
as an excellent entry point in the game. 
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Whilst you're not quite hand-led through 
these early stages, you're given hints and 


advice to get you into the swing of things. 


They also give a clear indicator of how the 
game progresses, edging the story along 
at a pace that keeps you desperate to 
know what's happening next, whilst not 
rushing things along and letting the 
numerous twists out of the bag too early. 


Eternal Darkness demands a gamut of skills 
of the player. At heart, it's a very 
sophisticated adventure game, but it also 


necessarily the best way through. 

Combat is helped though by a targeting 
system which can be a little fiddly at 
times, but does even things out 
somewhat. Using the right shoulder 
button, you can target the closest enemy 
to you, and by releasing slightly and then 
pressing again, you can target the next. 
Also, by using the left analogue stick, you 
can target a different part of the enemy. 
This is important, as some baddies have 
areas where they're particularly 
vulnerable. In the heat of the action, this 
doesn't quite work as well as you'd like, as 


"Eternal Darkness is a huge game that 
we've barely been able to scratch the 


surface of here.” 


requires a healthy slice of combat too. 
Even this side of things requires a bit more 
thought, as hacking and slashing through 
the earlier creatures you encounter is no 
trouble. But as the opposition gets smarter 
and tougher, the combat sections are as 
much about tactics. For instance, around 
the end of Chapter Five, you start coming 
up against baddies who are as proficient 
with magick as you are (more on magick 
coming up). Whilst your armoury boasts a 
selection of blades and projectiles, it 
quickly dawns on you that this isn't 
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often you find yourself attacked by three 
or four creatures and you won't get the 
time to implement this system properly. 
Occasionally, combat isn't helped either by 
the odd dodgy camera angle. Even so, it's 
worth noting that for the most part the 
camera works exceptionally well, very 
cinematic in approach but not getting in 
the way of the action. The developers 
aren't afraid to show a scene from a 
particularly atmospheric angle, working 
very well as the hallucinations kick in (and 
more on them later too), and for a game 
already soggy with the constantly- 
increasing river of atmosphere, it can't 
help but pull you into it more. But then, 
there are occasions when you're attacked 


colour has one that counters it. For 
instance, if an enemy is using a red spell, 
then you need to cast a blue spell to beat 
it. Then green beats blue, and red beats 
green. There's a further twist to spells, 
and one that really does reward 
experimentation on your part. You need 
collect three runes minimum (which you 
uncover throughout the game) to create 
a spell, but instead of following the ones 
the game presents you with, you can mix 
your own once you decipher how they 
work. This is a really, really strong part of 
the game, particularly as spells can 
enchant a weapon (to make it more 
powerful), help you recover health, fire 
up protective forcefields or even summon 


“This has clearly been a labour of love, 


executed with a staggering degree of polish.” 


whilst the camera has opted to close in on 
your character, for instance, and it does 
make things a tiny bit unfair. That said, it's 
tempered by the fact that when you 
detect an enemy presence, your character 
gets a flash of colour to warn you danger 
is on the way. Oh, and don't try and save 
the game whilst there are enemies in the 
same room - it won't let you. 


In your quest, combat sits side by side 
with magick. You have to discover magick 
as you go along, and each spell has 
constituent parts you need to find. It's a 
little too complicated to explain here, but 
suffice to say it works very easily in 
practice. What makes this section of the 
game so strong is that it demands you 
Know not only what spell to cast, but also 
what colour to align it with. The spells you 
can cast can be aligned to one of three 
colours — red, blue or green - and each 


a zombie. We're not telling you any more, 
as there are plenty to uncover, and 
discovery in Eternal Darkness really is part 
of the fun. 


If magick is one of the game's master 
strokes, sanity is definitely another. In 
addition to a health meter which you need 
to monitor, and a magick capability level 
(which must be at a sufficient level for you 
to pull off your spells), there's also a sanity 
gauge. 

The strange goings-on (and that's 
putting it mildly) the characters uncover 
have a detrimental effect on their minds, 
and every time they see a new enemy, or 
something extra-freaky, their sanity meter 
goes down. And here's the rub. Once that 
meter is nearing the bottom, strange 
things start to happen which you're fooled 


EXAMINE 
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into thinking are part of the game. The 
camera angle goes wonky. Blood might 
start dripping from the walls. Extra scenes 
may appear that have no bearing on the 
game. Heck, the developers are even 
happy to throw in a few aimed at the 
player rather than the in-game characters. 
And whilst sanity can slowly be restored 
by ‘finishing off! a dying enemy, its 
inclusion nonetheless continually keeps 
you on your toes and questioning what's 
happening in front of your very eyes. 


So that's magick and combat dealt with, 
which leaves us to discuss the game's 
puzzles. This is a title that's been festering 
deep within the confines of Silicon Knights 
for many years, originally conceived as an 
N64 release but evolving into the powerful 
GC title now before our eyes. In that time, 
this has clearly been a labour of love, 
executed with a staggering degree of 
polish. And the game's puzzles are a clear 
signal of that. In the considerable time 
spent putting this review together, not one 
unfair puzzle was encountered, nor 
anything illogical, nasty or completely 
baffling. 

Instead, you're provided with the tools 
you need to solve the problems you 
encounter, and the ball is purely in your 
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court. For instance, midway through the 
game, your character comes armed with 
an archaeologist's brush. To find this out, 
you need to examine your inventory as 
soon as you take on a new role, and then 
keep an eye out for the odd cobweb that 
could be brushed away. It's predominantly 
common sense stuff, which still challenges 
you, but never cheats you. And that's a 
very good thing indeed. 


Make no mistake; Eternal Darkness is a 
huge game that we've barely been able to 
scratch the surface of here. There are 
three routes through it, each of which 
could easily take an intensive weekend in 
its own right to get through, and it really is 
a challenge for all levels of gamer. It's a 
game not without weaknesses, as you'd 
expect from a project so wildly ambitious, 
although even some of these are potential 
positives. For instance, whilst it lumps you 
into the action fairly swiftly, you'd be 
wrong to call Eternal Darkness an instantly 
accessible title. Whilst the learning curve is 
fair, and when you fail the blame lies 


"The developers aren't afraid to show a 
scene from a particularly atmospheric 


angle...” 


genuinely excellent (and certainly teaches 
Capcom some tricks for their Resident Evil 
games), but still that small step away from 
perfect. There's also the odd glitch in the 
combat side of things. Nothing major, and 
it's only because the game's standards are 
so overwhelmingly high throughout that 
these faults are even noticeable. 


Looking back, much of the pre-launch GC- 
for-the-older-gamer fuss was about 
Resident Evil. Hands up - we got that one 
wrong. Resident Evil is a cracking game, no 
questions asked. But when Capcom bring 
the next instalment of their franchise to the 
Cube, they've really got their work cut out. 
Technically, Silicon Knights have raised the 
standards, even though they've not opted 
for yet another RE clone. 

For Eternal Darkness is significantly 
different to Capcom's titles. It's more of a 
slow-burning, edgy and utterly engrossing 
thriller than a slash-and-explore title. It 
boasts far more ideas for starters, and is a 
real gaming epic in virtually every sense. 
Also, it's staggering to believe that such an 
involving and dangerously addictive game 
should be married to a long-lasting 
challenge that leaves nobody short- 
changed. 

Game of the year? You betcha, and by 
some way too. Rarely have gamers been 
treated to such an intelligent, multi-layered 
quest as this. Snap it up as soon as it hits the 
shelves and send a clear message to the 
gaming industry that this kind of thing is 
exactly what we want. Classics like this don't 
come along very often, y'see, and Eternal 
Darkness is one ride you really don't want to 
miss. Silicon Knights, we absolutely love you. | 


squarely at your feet, it can be quite 
daunting, especially in the early stages. And 
dabblers need not apply either. This is a 
title for those who love their games, and 
who want to invest time in a meaty, long- 
lasting challenge. CT at 

Other minor strokes in the minus Eternal Darkness demands a gamut 
column include the aforementioned of Skills of the player. . 


camera, which for the most part is 


UPPERS — DOWNERS 


Huge, ambitious, enthralling. | = A few minor niggles that are | A mesmerising achievement, and arguably the best 
Superb production values. | barely worth a mention. single-player game on any format in ages. Ambitious, 
A long-lasting, mature and sophisticated challenge. | | imaginative and utterly, utterly essential. 
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INGSIDE: ..LEGENDS OF 
WRESTLING 
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The N64 boasted some of the best wrestling games ever to 
grace a console, so can the Cube live up to the legend? Jamie 


has a smell of what THQ has been cookin’... 


ow it's no secret that I'm a big fan 

of fighting games, but wrestling 

titles are a different kettle of fish. 

When done well they can be very 
enjoyable alternative fighting games. 
When done badly they're an utter pile of 
button-bashing cess. So which is it for 
THQ's Cube exclusive, WrestleMania X8? 
Well, to be honest, neither. In an 

annoying blend of positive and negative 


mode Path of a Champion and the single 
and multiplayer title fest, Battle for the 
Belts. Once you've selected your game 
type, a whole host of different matches 
awaits you. As well as your 
straightforward single and tag matches, 
handicap matches, triple threat matches, 
four-way matches and even Royal Rumble 
and Battle Royal matches feature. But it's 
the different match styles that really add 


"The main grapple system lacks any sort of 


depth whatsoever.” 


points, X8 is a decent enough title, but not 
one which is going to win over the 
gamers who aren't big wrestling fans. 
Here's why... 

Once you're past the intro FMV 
footage, X8 offers three main game types; 
your one-off exhibition match, the career 


the colour, with everything from hardcore 
matches with chairs, bats and bins, to 


ladder and table matches, right through to 


cage matches and the truly awesome Hell 
in a Cell match! Here you have to use your 
opponent as a battering ram to break 
through the cell walls, giving you access 


to the outside of the ring and the ability 
to climb the outside of the cage and 
continue the carnage on the roof! There is 
nothing more satisfying than that neck- 


breaking signature move that sends your 
opponent right through the cell roof and 
down onto the canvas below! 


"Fantastic multiplayer action and a huge 
variety of different match-ups.” 


Unfortunately the control system isn't 
anywhere near as impressive. 
Responsiveness is good, and there are 
plenty of different ways to attack your 
opponent including reversals, weapon 
attacks and Irish whip attacks, but the 
main grapple system lacks any sort of 
depth whatsoever. Some people may like 
a quick arcade-style grapple system, but 
for me five different attacks when facing 
or behind an opponent just isn't enough. 
When you consider at least half of any 
damage you deal in a given match will be 
via grapple attacks, and the lion's share of 


de — 


Forty-two different superstars. 
Loads of match types. 
Nice presentation & entrances. 


those front grapples, those five different 
attacks quickly become very, very boring. 
The gameplay is also not without its 
flaws. The need to have multi-use buttons 
has not been implemented as well as it 
might, meaning that an attempt to Irish 


some truly impressive and dramatic ring 
entrances. All the real entrances are here, 
complete with licensed music and signature 
fireworks. The audio, however, is nothing to 
write home about. With the exception of 
the ring entrance tunes, the soundtrack is 
very bland and totally uninspired. 

Well, after reading this you've probably got 
a rather negative impression of the game. 
To be honest it's not really as bad as it 
sounds. X8 does have a lot to offer, 
including fantastic multiplayer action and a 
huge variety of different match-ups. 
However, its bad points stop me from being 
able to recommend it to anyone other than 
wrestling-game fans. & 


whip your opponent can often end up 
making your wrestler run instead. This is a 
major sticking point that leads to intense 
frustration and can cost you matches. 
Your ability to interact with weapons and 
other items is similarly hampered, it being 
not uncommon for your attempt to pick 
up that nearby chair actually resulting in 
you flipping your downed opponent over. 


One of X8's major selling points is its 
presentation. The player models may be a 
little blocky, but overall they do a very 
good job of faithfully representing the 
superstars, something which is aided by 


DOWNERS 


Very limited grapple system. | If you can get along with the simplistic grapple system and 
Control and gameplay flaws. | control system problems, this is fun to play. If you're looking 
Poor ‘Create a Superstar’ option. | for a deep wrestling game, wait for something hetter. 


VERDICT 
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PUBLISHER: ....... ACTIVISION 
DEVELOPER: .FROM SOFTWARE 
WYRE Safes anaes ACTION / RPG 
NO OF PLAYERS: ........... 1-2 
MEMORY CARD: ...... 2 BLOCKS 
RUMBLED 6 ne feces ncare YES 
MEINE Ses ic site cns Seeiste NO 
(00 OSes aae ee NO 
ON THE WEB: ................ 


WWW.ACTIVISION.COM/GAME 
es ene S/LOSTKINGDOMS/ 


FILE ALONGSIDE: ... NONE YET 
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It's been a bit of a wait for the 
GameCube's first RPG, and Lost Kingdoms 
is not exactly the conventional title some 


hoped for. Jamie takes a look... 


| West there's one thing | can't stand, 
it's a ruddy great black mist 
floating about killing people and 
the like. Unfortunately, that's precisely 
what's going on in Lost Kingdoms, and 
with the king long overdue in his quest to 
sort things out, it's up to Princess Katia to 
grab her magic cards and save the world. 
Those of you hoping this would 


summoning various monsters and 
weapons to do your bidding. In Lost 
Kingdoms, this all takes place on a real- 
time battlefield where your enemies chase 
you around trying to detach your limbs 
rather than politely waiting for their turn. 


The game mechanics themselves are 


"A weil presented and well put together 


game...” 


blossom into a dramatic and involving RPG 
plotline are in for a major disappointment. 
The plot in Lost Kingdoms only serves to 
justify what's going on in the game, and 
never becomes that interesting or 
involving. This is the first reason why Lost 


4 Kingdoms isn't a conventional RPG at all, 


and perhaps fits more comfortably in the 
‘action and adventure’ category. Reason 
Two is the combat in Lost Kingdoms is all 
in real-time. The main game mechanics 
are instantly familiar to anybody who's 
played a real-life fantasy card game such 
as Magic; you assemble a deck of cards 
with varying strengths and Z 
weaknesses, and use them to 
attack your opponents by 


enough just to blast away, as each attack 
<Z 


simple; you use the control stick to 
wander around the level, and interact 
with items and people with the 'A' button. 
Get in a scrap, random or otherwise, and 
the map shrinks temporarily to your 
immediate surroundings until you 
vanquish your foes or die trying. Each of 
the four main buttons on the controller 


now corresponds to a different card from Rareness 
your deck. The cards are selected eeu ese 
randomly, so it's necessary to have your Type Independent 


Max HP a1 
Defense 18 


wits about you and be able to change 
your tactics on the fly to stay alive. It's not Foie 
in 
Runge BP Gifense 
Power Sing 
Range D Gifense 


re + 2 => £ Ds 
r [SOT rite . 


Lost Camera 


Lost Kingdoms uses a semi- 
user-controllable camera system 
with four view angles and three 
zoom depths. Whilst this may 
sound good, | do wish complete 
360-dlegree control was given 
to the player rather than set 
angles and points which can 
sometimes leave you searching 
for the right angle. Also, 
camera repositioning is often 
necessary in fights to keep view 
of your enemies, but can serve 
to totally disorientate you once 
the battle is over. Something 
which isn't welcome at all given 
the need to not wander in the 
wrong direction and into 
additional random encounters... 
Oh for a compass! 


Old Woman Fi 

| A = 
Did you get the cards? 
then tet s be oft. 


Good. 


"This is a game which is hard to 
recommend.” 


leave behind. This often means having to 
put yourself in a dangerous position to 
grab the stones needed to be able to 
fight back. Tricky, eh? 

The game basically comes down to 


points. Take the wrong cards with you, 
like getting caught out with a sudden glut 
of earth elementals when you've left your 
wood attacks at home, and it's nighty- 
night little princess. Unfortunately the 


JA 

graveyard, 
eh? | smell 
skeletons... 


A Nice visuals. 


account, lack of direction often means 
using up lots of cards and ultimately 
running out at a crucial point. Trial and 
error can be a very ugly thing, and here it 
leaves you feeling frustrated and totally 
sapped of all motivation to go through the 
level again. 


Good Lookin’ 

Lost Kingdoms may be a well presented and 
well put together game, but nothing can 
hide the fact that it certainly isn't what RPG 
gamers have come to expect. With a rather 
shallow and unengaging plotline and 
repetitive, frustrating trial and error 
gameplay, this is a game which is hard to 
recommend. The natty two-player Battle 
Mode is a welcome addition and goes some 
way towards saving it, and | can't help 
feeling impressed by its originality, but this 
is definitely a game you should try before 
you buy to see if you get on with it. m 
Jamie Wilks 


good management of your deck of cards. 
You can only take 30 cards with you on 
each level, although new cards you find 
can be added to your deck once some are 
used up at thoughtfully-placed save 


= Very original. 
= Nice presentation. 
= Cool two-player mode. 


| 


| 
| 


only way to really know what cards to 
take is by having already tried to work 
through the level. The same is true with 
knowing where to go and what to do, and 
with numerous random battles taken into 


JO! = Pan 
= Repetitive gameplay. | A mixed bag. Very original and presented well, but ultimately t : 
= Trial and error progression. | its repetitive trial-and-error gameplay and lack of decent | t 


= A bit easy and quite short. Storyline let it down. 


AUG 2002 GFORCE 53 


54 


DEVELOPER: ....PUZZLE KINGS 


TYPES oo... 5.2 2 PUZZLE GAME 
NO OF PLAYERS: ........... 1-4. 
MEMORY CARD:...... 2 BLOCKS 
RUMBLE: ........20000005 NO 
ONLINE: -NO 
GBA LINK: -NO 
ON THE WEB: ..........-.0555 


av. lera bee WWwwW.ZOOCUBE.NET 


FILE ALONGSIDE: ....NONE YET 
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Taking your ‘Cube to a zoo might sound like fun, but what if an 
elephant sits on itP Jamie checks out Acclaim’s cunning solution 


(which is as bonkers as this intro)... 


oCube's a very entertaining and 
riginal idea, if a very strange 
one. Aliens have turned all the 
animals in the world into weird cubes, 
and it's up to you and your trusty ZooCube 
to save them. The game format is similar 
to Columns and other puzzlers of that 
type, but adds in a 3D environment and 
engine. Oh, and zoo animals. Arf arf. 


It works something like this; your 
ZooCube sits in the middle of the screen 
looking all technological, and animal 
~™ Cubes come floating toward it from 
** three different angles. Your job is 
=) to rotate the ZooCube and stack 
the animals up in groups, two 
touching identical animals being 
freed up and released. Stack over 
five animals on one axis and it's 

Game Over. Sounds 
straightforward? Well it is, but 
it's damn tricky too. 


_ To Start off there are only a few 
different animals to deal with, and they 


come at you pretty slowly, making 
matching them up a simple affair. 
However, the pace quickly picks up and 


new animals are introduced thick and fast. 


Before long your reactions must be very 
snappy and your ability to think in 3D 
spot-on to stay in the game. As things 
toughen up and you're dealing with more 
varieties of animal than there are faces on 


"ZooCube is very addictive and both 
satisfying and fun to play.” 


your cube, the shoulder buttons come 
into play to juggle the order of the 
animals already stacked, thus allowing you 
to match animals with those buried under 
others. 

Once you really start to get to grips 
with things, the 'A’ button can be used to 


lock an animal to the face it's currently 
heading for, and accelerate it toward your 
cube, allowing you to carry on playing and 
give you more time to line up your next 
match. And if things get really tricky you 
can hit that 'Z' button to use up one of 
your smart bombs and clear the top 
animal from each face. 


It certainly takes some getting used to, 

and just being able to think in 3D and 

rotate the cube the way you want isn't 

easy at first, but once you get your head 
round it ZooCube becomes very 

instinctive, reactional and surprisingly 
satisfying to play. Being able to tap on the 

‘A’ button to accelerate one cube, rotate, 
juggle, then accelerate another, before 
rotating and accelerating a third, all 
before the first one has even touched 


presentation department. Visuals and audio 
certainly aren't the most important part of 
any game, and puzzle games even more so, 
so ZooCube's somewhat blocky visuals and 
average, if entertaining, audio are adequate 
enough. Each level has a different location 
and suitable backdrop, complete with 
sunrise and sunset as the game progresses, 
with cut scenes in-between them. 

As each animal is freed it pops its head 
up and moos or whatever at you, which is 
thoroughly entertaining, especially when 
you're freeing one every other second. 
Similarly amusing tunes bop away in the 
background, from ambient grooves to 
Rastafarian beats and help the whole thing 
move along nicely. 

With a handful of game mode variations, 
including a co-operative mode for two 
players and a competitive mode for up to 
four, not to mention extra levels and 
animals to unlock, ZooCube is a very 
enjoyable and original puzzle game with a 


down, is a super- collecting the icons left behind when you lot to offer. m 
cool feeling and accelerate an animal, before landing that 
a natty way to bonus weapon to clear your cube and 


impress your open up the bonus stage! 
mates. Okay, so all things considered, once 
Especially you know what's going on ZooCube is a 
when you pretty straightforward game, but that's 
can then not a bad thing with puzzle games. The 


"“ZooCube is a very enjoyable 
and original puzzle game with a lot 
to offer.” 


reap the bonus important thing with ZooCube is its very 
points for addictive and both satisfying and fun to 
: play. Nor does it disappoint in the 
Ss “3 


UPPERS DOWNERS VERDICT 


Very original. Simplistic. ZooCuhe is a very original idea and a fun-to-play, addictive 
Fun to play. Presentation could be better. | puzzle game. It won't covert all non-puzzie gamers, but most 
Addictive. | will get something from it. 

| 
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REVIEWS 


e've all heard of Bomberman, 
right? Hudson Software's flagship 


DAMAGE es ee £39.99 title has had an outing on just 
cena tenes 1ST Das Cee about every platform since the NES, from 
UB! : VIVENDI UNIVERSAL ; 
speek see: ireRcrive Commodore Amiga to SNK, Neo Geo to 
DEVELOPER: ....HUDSON SOFT Game Boy, not to mention its classic SNES 
TYPE ood ACTION GAME port. What's more, it's delivered an 
salina tac, sina addictive blend of challenging yet simple 
Fee eee 3 F E a 
RUMBLEIA =. 3000) Maes YES gameplay every time (with the possible 


exception of the N64 version). So, is it 
more of the same for the GameCube 
version, which would by no means be a 
bad thing, or have they even improved on 
the established formula? 


ONS IME WEBS 2. o-cr terse as 
WWW.MAJESCOSALES.COM 


FILE ALONGSIDE: PIKMIN, SUPER 
Se SMASH BROS: MELE 


Bomberman Generation is pretty-much 
two titles rolled into one: the first a 
cool 3D action-adventure-puzzle affair, 
aap and the second the single or 
multiplayer bomb-laying 
maze game we all know and 
love. 

The storyline for the single- 
player game goes something like this. 
After a bungled attempt by the infamous 
Hige Hige bandits to steal the six bomb 
elements, they've been scattered all over 
the world. Your job is to get them back, 
whilst dodging the clutches of both the 
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Bomberman makes his explosive debut on the 
Cube in Bomberman Generation. Jamie finds 
out if it's as good as the SNES classic... 


> : : "All these features fit seamlessly into the 
>» ™ game, and are a breeze to get along with.” 


Hige Hige bandits and your arch rivals, the 
Crush Bombers. Along the way you meet, 
collect and battle your Charabombs, who 
give your bombs new abilities to help you 
in your quest - *cough* Pokémon rip-off 
*cough*. 

Sounds simple? Well it is and it isn't. 
The basic gameplay is beautifully simple - 
run here, blow up that bad guy there, 
knock down that tree to cross that river 
and so on. However, the game is jam- 
packed with features, with different bomb 
types, special attacks, Charabombs and 
mini-games to name but a few, all coming 


into the equation. The sheer depth might 
bog down a game of inferior design, but 
in Bomberman Generation all these 
features fit seamlessly into the game and 
are a breeze to get along with, without 


A Pokémon-style Charabomb battles. 


Battle Game Over! 


Seder wins! 


you use the analogue stick to move 
Bomberman in any direction. The camera is 


Charabomb, well placed, at sufficient height to allow 
| [@ aleve = you to see exactly what's going on, while 


the shoulder buttons make the camera 
You! circle around Bomberman, allowing you to 


: : follow the path the level lays before you. 
In a shameless Pokémon rip-off, i : . 


a Some areas are very straightforward, 
Bomberman Generation uses aa 
‘ offering only one direction to proceed, 
cutesy little characters called while others break off in a number of 
Charabombs that you must collect 


: different routes, up mountains, along 
al the Story Mode to hoost your streams, across chasms and into clearings. 
abilities. When you come across a 


This gives the game a real feeling of 3D 
new Charabomb, you have to : ae ; 
iy ies) exploration, even if in reality the gamepla 
select one from your existing ype eee 


2 is far more 2D than the engine would lead 
collection and enter an RPG-style y 


s you to believe. 
turn-based battle to try and win As you progress through 


the different worlds, 
picking up extra 
items to increase 


your speed, the 
number of bombs 
/ you can drop, your 
/ bomb power and 
other power-ups 
Bomberman fans _ 


"familiar 
with, the 
world and 
© enemies 

| around you change to 
\ fit the current 
theme. Every three 
levels a different boss challenge 
is thrown at you, which offers a 
nice break from the normal 
gameplay and adds to the drama. 


"A single or multiplayer Battle Mode you ca y 
really get your teeth into!” 


really needing to Know exactly what place your bombs with ease. Overall, the single-player story 
you're doing. This is a feeling which is mode is thoroughly entertaining 
added to be a very intuitive control Another Dimension... 


and excellently put together. 
system that lets you drop, kick, throw and The game world is fully 3D and | 4 There's so much to do and see 
Se that it remains fun to play 
(a throughout, whilst the gameplay is 
‘ simple enough to master yet 
‘eS deep enough to keep you coming 
back for more. The established 
4 game pattern does an excellent job of 
egularly mixing up the action between 
different challenges, stopping the player 
&. oe oe 6 ; e ; . : . : from becoming bored. On its own 7 
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this would make a game thoroughly worth 
buying, but then there's the Battle Mode... 


Bomb the Bass 

This is what the fans of the series are 
really waiting for. Bomberman Generation 
offers a single or multiplayer Battle Mode 
you can really get your teeth into! The 
basic format is the same as ever - up to 
four bombermen in a maze-like arena, 
using bombs to blast away at the arena 
walls, uncover power-ups to beef up their 
bombs and ultimately use them to 
annihilate their opponents! All the basic 


UPPERS 


= Two great games in one. 
= Adds new features and ideas. 
= Simple yet addictive gameplay. 


a 
v 
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02 


A Challenging boss fights. 


features of the Story Mode also make it 
into the Battle Mode, allowing you to kick 
and throw your bombs at your opponents, 
whilst literally dozens of options are 
available to give the battle the twist you 
desire. 

Five basic battle types feature; 
Standard Battle, Reversi Battle, Coin 
Battle, Dodge Battle and Revenge Battle. 
Once you've chosen your main battle 
format, you can edit lists of other options. 
How about a tag battle? Best of three? 


“Bomberman Generation has mass 
market appeal, offering something for 
everyone.” 


Best of five? Sudden death overtime? 
What about PK bomber mode, to reward 
round winners with a bonus chance to add 
to their arsenal? 

The options don't stop there either! 
With the exception of battle types that 
use a specific arena, Bomberman 
Generation has eight different arenas for 
you to choose from. These dynamically 
affect the flow of the game, by featuring 


2 = ae 
Who's Your Daddy? 
After every three levels, the Story Mode is interrupted as you face off the next boss. 
These include members of the Hige Hige bandit gang, as well as those troublesome 
Crush Bombers. The first few boss fights are pretty straightforward, but they quickly 


become more challenging and eventually require all your skill and bomb-lobbing 
prowess to overcome! 


conveyor belts, teleporters and even long 
grass to obscure your bombs! The number 
of ways to play the Battle Mode is 
practically endless, and represents a 
brilliantly fun and beautifully simple 
Multiplayer Mode to rival even the likes of 
Super Smash Bros. 

Bomberman Generation is a game which 
has mass market appeal, offering 
something for everyone from families to 
the hardened game freak. If you're looking 
to add depth to your game library, or just 
want something light hearted and fun to 
play, look no further. m 

Jamie Wilks 


The Aqua Bomb has been 
created! 


A Merge and create new 
bomb types. 


VERDICT 


A quality title which is great fun to play. Bomberman 
Generation offers simplistic, yet addictive gameplay that all 
gamers will enjoy. 


DOWNERS 


= Occasional unfair puzzles. 
= Uninspired sound effects. 


rT Who are the current drivers for the Ferrari Formula 1 team? 


A Sterling Moss and James Hunt 

E Des Lynham and Frank Bough 

€ Michael Schumacher and Rubens Barrichel\p 
LN 


USTELEKOM 


Oe Reve Chins Mets sea 


Tee Mega Merory 4B 


Need a new memory card? The Datel Mega Memory 4Mb is a great card at the cool price of £9.99! It has 59 slots, so it's the 
same size as the standard Nintendo memory card, but a lot cheaper! 


eal ele-r4] yu ole eerie Veg (leis el@-ge) alles seein (uleacccii- dey ce Gale 
lets you get away with all sorts of fouls and infringements when the referee isn't looking. It’s as 
if it was designed by the Argentinean national team! There's nothing foul about our RedCard 
competition though — we've got five copies of the game and five Datel Mega Memory 4Mb 
memory cards to give away! 

iele] -)e-lale) <1 (ear-lale\-i ela (ee) giate] e)al-) e)ewaal-s) asagl(cesale) e)ardcyy ial (ce ans 
7 simple question: 


When you think you Know the answer. 
(||| (e)' [a @fe)palelcivin(e)a) glejallais: ean 


Calls cost GOp a minute at all times, Lines are open 24 hours a day, seven days a week. The 
~ competition is open to UK residents only. Lines open on 7th August 2002 and close at midnight on 
3rd September 2002. The editor's decision is final and no correspondence will be entered into. 
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win a prize! 
Soap Box 
What's Wrong 
with Toys? 


It's not an insult to say 
the GameCube is a toy. 
After all, what is Xbox if not 
a toy? And the PS2? Of 
course, the difference 
between a games console 
and, say, Action Man or 
LEGO is videogames have no 
age boundaries. So if this is 
the case, why does it look 
as though Nintendo is trying 
so hard to go toe to toe 
with the so-called more 
‘mature’ consoles? 

Nintendo has been on the 
receiving end of a barrage 
of flak concerning its 
alleged kiddie image. Rather 
derlalcalaelere)iale pi acelamrlale| 
ploughing the successful 
furrow it always has, 
Nintendo has taken the bait, 
elated iar <e)amecele) ical hyae)ianeia) 
back. | mean, why go to all 
the trouble of securing the 
next two Resident Evil 
games as GameCube- 
exclusive? Just because a 
feFTeat=m ar mal=lilarelelare(se-lale| 
elec see) are) (elelefelel-ane 
make it mature. In fact, isn't 
it the opposite? Surely the 
shocking thrills that makes 
Resident Evil so popular are 
actually rather immature? 

(ova dalomelaal-lerarlalen 
there's Super Monkey Ball. 
Cute monkeys, colourful 
LE Talo [s(er-] ol —t-ram ale ls e)(eleleper-]ale| 
late}re [0 lal-eu Role) ar] mid al-mle)V=r\\g 
little monkeys, the kids 
would love that one", says 
Mum. Well | say, play the 
blll) e)iaur—>.<e]-)ame (-aV/=) (cer lale} 
then tell me the friggin’ kids 
would love it! 

Whether it's blood and 

_ guts or cute and fluffy, 
games are fun for all ages. 
So next time somebody tells 
you the GameCube is for 
kids, agree wholeheartedly 
then show ‘em Stage Seven 
of the expert levels on 
Super Monkey Ball. Damn 
you Sega... 

Saul Trewern 


60 G-FORCE AUG 2002 


=) | & 


(-A I 


TIGER TALES 


In Issue Three you said you 
goofed concerning Ty the 
Tasmanian Tiger, and how he's 
not a tiger but a dog. He's 
actually a thylacine, which is a 
marsupial (mammal that keeps 
its young in a pouch). It isn't 
related to tigers or dogs. Its 
closest living relative is the 
Tasmanian Devil (which, 
surprisingly, is a real animal) 
and is more closely related to 
kangaroos and wombats than 
to wolves. | just thought you 
might like to know... 

Sean Markey 
(aka Slymarbo). 


G-Force: Thank you, David 
Attenborough! Remind us 
never to take you on in a quiz. 


THE HARD CELL 


The current trend of cel- 
shading is starting to concern 
me. Fine, kids'll love it, as will 
the Japanese public, but in 
the USA and UK | don't think 
it's going down too well. The 
reason most people bought a 


next-generation machine is to 


be wowed by realism in 
graphics, not to watch a 
cartoon. 

| own an Xbox, 
PlayStation2 and GameCube. 
Xbox, at the moment, has 
nothing any good, but Halo 2 
looks a million times better 
than Zelda, even if Zelda will 
be the better game (and | 
don't doubt it will). But think 
how much better Zelda 
would be if it looked good 
too? 

Fine, cel-shading is 
original and good for kids, 
but what's the point in 


- 


Another batch of letters and another Soap Box rant. Have 
your say on all things GameCube - if you're printed, you 


rir hs 


You're quite right of course. 
Despite being called a 
Tasmanian Tiger, and its Latin 
name (thylacinus 
cynocephalus) translating as 
‘pouched dog with wolf head’, 
it's actually neither feline nor 
canine. It just evolved very 
canine characteristics because 
it lived the same sort of life as 


winning over kids if they have 
no interest in Nintendo when 
they grow up due to lack of 
adult games? Games like 
Resident Evil on the 
GameCube are outshining 
anything there's ever been, 
so why spoil all that for 
originality? ‘Original’ doesn't 
automatically mean ‘good’. | 
was severely disappointed 
when | first saw Zelda, 
especially against what you 
showed it was originally 
going to look like. 

Anyway, | think I've made 
my point. Take care and have 
fun. 

Marc, Llanelli, 
Carmarthenshire 


G-Force: we agree that 
what's original isn't always 
good, but from what we've 
seen of Zelda, it seems set to 


wolves and dogs. Oh well. Just 
in case anyone's wondering, 
the reason we're interested in 
Tasmanian Tigers is because 
Electronic Arts is releasing a 
game, Ty the Tasmanian 
Tiger, on the Cube. Let's 
hope they Know more 
about Tasmanian Tigers 
than we do... 


take the Cube by storm and 
appeal to gamers of ALL ages. 
The cel-shaded graphics have 
split the Nintendo faithful 
down the middle, but hey, Poon) 
you can't please everybody. 

As Saul says in this month's ~2008" 
Soap Box, cartoony doesn't 
necessarily mean kiddie. 
Super Monkey Ball is as cute 
as you like, but is still enjoyed 
by adults. If you like Resi, 
check out Eternal Darkness 
(what a game!). Look 
out too for Die nae “ 
Vendetta, 
BloodRayne and 
Star Wars: 
Bounty Hunter. 
Hardly kiddie, 
are they? 

Not everyone likes 
cel-shaded games, 
but there's no need to 
worry about them. They're 
not taking over, y'know... 


I'M STUCK... 


In Broken Sword: Shadow the statue holds, and look 
of the Templars, | was in a through it. Now talk to the 
church and gave the priest my priest, who's finished 
chalice to polish, but he never polishing. Enjoy the rest of 
gave it back. What do | do the game... 
next? ee 
James LeBaigue, 
London 


SONIC RETURNS 


| have a 
question. Can you 
give me some tips on 
how to defeat Luigi in 
Super Smash Brothers: 
Melee? And what should 
| do after that? Also, will 
there be a Sims game on the 
GameCube? And will there be 
a new Sonic, because Sonic 
Adventure 2: Battle is the 
bomb! 

Thanks for a greatmag, and 
I'll see you next month (well 
not actually see you but, er, 
read you! 
Ben Taylor, Darwenl 


G-Force: while he's 
polishing it, look at 
the large 

statue. Use 
the lens 
on the 
scroll 


G-Force: Try using a fast- 
hitting character like Link and 
use short, light attacks to 


keep him from collecting his Bros: Melee guide in Issue Two plans 
thoughts and striking back. tells you how. afoot for new Sonic games, 
After you've got him, try Regarding The Sims, it's not though - check out this 
getting all the other impossible, but no plans at month's news for more 


characters - our Super Smash present. There's definitely details. 


a ee & at 
Se oo u ee 
= eee eeew er 


REPLAY REACTION | just bought Issue Three of —_ probably okay too. The best 
your mag. | was looking at the thing to do is check your 
ee Datel Action Replay, which manual. Alternatively, just 
MAKE THE WORLE™ lets you play import write down the model of TV 
FROM TELLING ; ee ™ games as well as giving you have and ask a TV shop. 
you loads of cheats. To Chances are they'll be able to Now's the time to have your say on all things GameCube. Do you agree with 
play American or look it up in a suppliers' Saul's controversial comments on Nintendo, or do you think he's firing wide 


Japanese games, do you catalogue and tell you. of the mark? Do you like the mag, or do you wish a few things 
need a special TV or will curemeees about it would change? Satisfied with the current batch of 


my old Sanyo 21-inch TV GameCube games, or do you find it lacking? Write to us at: 
do? 

Matthew 
Hodgkiss, Welling, 
Kent 


LETTERS, G-Force Magazine, 

Thin Ice Media, Stafford Road, Stone, 
Staffordshire ST15 ODG 

Or e-mail them to: letters@gforcemag.com 


And remember, when you write to G-Force (post 
or e-mail) INCLUDE YOUR FULL ADDRESS! Every 
letter printed wins a T-shirt and the Star Letter 
_ blags an Interact joypad, so it's not in your 
interests to forget. 


G-Force: If the TV is 
NTSC-compatible, you're 
fine. Most TVs these days 
are NTSC-compatible - if 
it has a SCART socket, 
you're almost certainly 
# fine, and if it's less than 
ten years old you're 


SAMO NCAR HD cath 
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a an Player Ke P) is tite foe hn 


player for gamers on the oN / \ 


Now there’ sno need (0) fae a eparate Mer BAW 
with/you - A.M.P. turns your Game Boyé Advance into\a \ 
powerful MP3 a with h Sophisticat ted yoKeayy (0) use 

features. A.M.Pscomes in a tiny samie si ca, eles) ‘am 
includes free headphones for/op mumn sound TELIA 


@ Dowitéad yourteourté sop) from a [patna 
computer to/your ae me Boye Advance via we 
\ supplied USB cable a 7 


Use sdfigs dh your own personal library \ 
or r download free music tracks from 
www. -mpgjunkies. (ole) 1 


@ Exchange songs with your friends via a standar 
Game Boy Advance Link Cable! 


ACCESS THOUSANDS OF FREE SONGS 
ON THE MP3 JUNKIES NETWORK: 


WWW.MP3JCNKIES.COM 


For Game Boye Advance 


UT 
_MP3 songs 0. ona 
SGame:Bo Xo VEAL 


a Downidad new-songs ~ 
to your. Game. [S{o)Vay 

\ Advancelin’seco 

se Ease = 


“OPUajUIN Aq pasnyoejnueut 0 


RRPE4S9.99 


2 


Equalizer S 
Control Display 
AVAILABLE FROM ALL GOOD GAMES SHOPS OR CALL 0845 6010015 TO ORDER oe 
(Calls charged at Low call rate) 
@ 
©2002 Datel Design & Development Ltd. Advanced Music Player, its/logo, and “Music for gamers on the go" are trademarks of Datel. f - 
www.codejunkies.com 


Game Boy Advance is a registered trademark of Nintendo Inc. This product is not sponsored, endorsed or approved by Nintendo. Actual appearance may vary. 


PUBLISHER: .......... NAMCO 
DEVELOPER: . 


Language 
Barrier: 


None at all — it's 
American. 
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BS ac-Man. From his earliest 
appearances as a hungry 
circle in a 2D maze to 

his next-gen console outings 
featuring interactive 3D worlds, 
our yellow friend has never 
been far from our screens. His 


latest offering, Pac-Man World (= 


2, is an accomplished platformer 
but suffers from some serious 
flaws that really should've been 
addressed during testing. 

Namco has done a great job of 


capturing the mood of the original. The 


roads and paths are suitably maze-like, 


the storyline involves Pac's 
traditional enemies the ghosts 
_§ and there's plenty of dots to 
munch. The graphics are 
pretty simplistic, but offer 
some great little touches, like the 


range of expressions offered by Pac- 


Man. Who'd have believed a mutilated 
tennis ball on legs could reflect 
emotions with such sincerity you 
almost feel them with 


him? There 

are a few 

camera 

issues, some of 

which result in 

your having to 

jump blind, but this 

never reaches the ridiculous 

levels that cursed Sonic Adventure 2. 

Far more serious is the grasshopper 
skills curve, where the levels vary wildly in 
difficulty instead of getting progressively 
trickier. Much of this is due to the sudden 

deaths caused by falling from a 

platform. The end-of-level bosses 
(huge machines operated by ghosts) 
are dull and samey, and worlds 
based on snow, 
volcanoes, forest, 
horror and water 
aren't exactly 
original. 
Overall, Pac-Man 
Y World 2is a 
good game, but it's not a great one. It 
retains the atmosphere and charm 
offered by earlier Pac-Man titles, but 
suffers from technical and design flaws 
that just didn't have to be there. Fun, but 
could do better. 
lan Osborne 


WX4 


PUBLISHER: .......... NAMCO 
DEVELOPER: . . .POINT OF VIEW 
NO OF PLAYERS: .. 


RUMBLE: ............2.05. YES 
OMNES icine sce cswusiaiels NO 
GBA LINK: ............... NO 


= 


LOOMK MAHI SPEED 
DAMAGE 


SMASHING D 


Can this coin-op conversion cut it? lan thinks not. ” 


SS 


t's the age-old question. Cana 

game that pulled in the pennies in 

the arcades cut it on the consoles? 
For a coin-op conversion to make it big on 
the home machines, it must overcome two 
major obstacles. The loss of its whizz-bang 
arcade cabinet (Smashing Drive's featured a 
sit-on chair that jolted with every crash), 
and the inevitable difference in expectations 
of punters who spend £40 in one go rather 
than 50p per game. Sadly, Smashing Drive 
fails on both counts. 

In a nutshell, Smashing Drive is a Crazy 
Taxi Clone set in the future. You play a taxi 
driver who must take his fares from A to B 
in the fastest possible time, regardless of 
what he leaves behind on the road. Trouble 
is, it doesn't even look as good as Crazy Taxi, 
with bland, textureless surfaces and (cars 
aside) building-block features. 

Worse still, the game has almost no 
longevity. There's no cars to 
unlock, no upgrades to win 
and no danger of losing 


RIDE. 
once you've memorised Seniapeersat tis 


~ . : 
L BRINGING IMPORT ACTION TO YOUR GAMECUBE WITHOUT 


PbPPEPEE OED EOE EEE 


‘OW S°MPH™ SPEED) 


the short-cuts and course features. Even the 
driving physics are designed for quick thrills 
rather than satisfying long-term gameplay. 
You can slam your car around with impunity, 
which is fun for a while, but the lack of 
depth it implies soon shows. 

Smashing Drive is worth renting for the 
sheer inane single-mindedness of it all, but 
it's definitely not worth buying. And as 
renting imports isn't an option, that pretty- 
much kills it as a credible game. 


BLS Km/h Speco 


abcd rf WVBeKm/h SPEED 


DAMAGE 


INVALIDATING THE WARRANTY! 


=" x ine ak - 
| | | 

e QO release O sports es based 
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we've come to expe O ASCAR e 
b eS OOK a & ead 
jee 
ee ae, ume 
= 
: 
= OL ae 
= -_ 
Ss Sega-aeveioped norse g 
es adva ge 0 e pe's O e 
cap es. P ers b breed @ 
e ie elelacs ompe eEsie 
eds of gamers over the =f als 
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carcely played 
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do fl one 
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FOR GAME BOYe COLOR 


&GAMEBOyYePOCKET" i : 


Unlock game secrets 
and access all areas 
with Action Replay 
Xtreme™, the most 
advanced cheat 
cartridge available 
for Game Boys Color 

and Pocket™. 


‘Westin 
\ aa On EsaeBoos 


LL Pokemon 
“He aaeae 
: own Pokemon 


EXTRA 
CHARACTERS' 


@ THOUSANDS OF GAME-BUSTING GAME BOY® CODES 
@ SAVE YOUR GAME POSITION AT ANY TIME WITH 
ACTION REPLAY’S™ SNAPSHOT FEATURE!* 
© USE THE BUILTIN CODE GENERA 
~YOUR OWN POWERF b 0 


The Ultimate © 
Pokemon. Code Book 


© 2002 Datel Design and Development Limited. Action Replay™ Xtreme is a trademark of Datel Design and Development Limited. 
Game Boy® Color and Pocket™ are trademarks of Nintendo® Inc. Pokémon is a trademark of Nintendo/Creatures, Inc and Game freak Inc. . x 
This product is not sponsored, endorsed or approved by Nintendo®. Actual appearance may vary. VAY AY Ym avele | ejunkies .com 


Complete your 
<1 =) @ ale Chl ela = 
=e) | [ai d[o) ) Poe 


Issues service! Just ring our £1.50-a-minute phone line and leave your 
name and address - the cost of the mag is covered by the call. Or 
order using your credit card from www.codejunkies.com. Simple... 


Bomberman Tournament + Denki Blocks! Mario Kart Super Circuit » Wario Land 4 Spyro the Dragon Doom Golden Sun 

GT Championship Earthworm Jim BackTrack Lady Sia Ecks Vs Sever Mech Platoon Breath of Fire 
Tony Hawk's Pro Skater 2 * Fire Pro Wrestling Iridion 3D Super Street Fighter II Driven Harry Potter and the Star Wars: 

Zelda: Oracle of Hot Potato Final Fight One Turbo Revival Gradius Galaxies Philosopher's Stone Jedi Power Battles 
Seasons/Ages Army Men Advance... Micro Maniacs... WWF Betrayal The World is not Enough... » Batman Vengeance Antz World Sportz 
Prince Naseem Boxing... Advance Wars... Donald Duck Adv@nce... * Tony Hawk's 


Pro Skater 3... 


Super Mario World Crash bandicoot X/S Broken Sword: Pikmin Every GC football game Big Legend of Zelda feature 
Puyo Pop Tekken Advance Shadow of the Templars Super Smash Bros: Melee reviewed Pikmin player's guide Part One 
Mortal Kombat Advance Chessmaster Advance Invader Sonic Adventure 2: Battle 18-Wheeler F1 2002 
Columns Crown Dark Arena Scrabble Tony Hawk's Pro Skater 3 Spider-Man Agent Under Fire 
Sonic Advance... Mike Tyson Boxing... Rogue Spear and many more... Burnout Resident Evil Zero shots 
FILA Decathion... < and many more! and DVD footage 


Exclusive Die Hard Vendetta 
interview and footage 


BACK ISSUES HOTLINE! | 


09065 15 14 02 


Terms and conditions: Calls cost £1.50 a minute at all times. Lines are open 24 hours a day, seven days a week. Offer available to UK residents only. 
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FOR JUST 


2 F-OR JUST Soe De 


* Available with the 12 issue subscription offer only. 


REPLY NOW TO TAKE ADVANTAGE OF TH! 


Buy the next six issues of G-Force direct, and you'll only pay HALF the price you'd be 
charged in the shops. Not only will you save a massive 50% off the cover price, you'll 
get G-Force and its essential DVD delivered to your door every month. 

G-Force is the only GameCube magazine with a fantastic free DVD every month, and 
its crammed full of exclusive top quality footage of your most wanted games. And 


with its finger on the pulse of the GameCube worldwide, you can always trust G-Force's 
authoritative previews and honest reviews. 


@ HALF THE NORMAL PRICE! 

@ FANTASTIC FREE DVD EVERY ISSUE! 
@TOP QUALITY FOOTAGE! 

@ HONEST REVIEWS! 


VCREDIBLY LOW PRICE! 


rt a @) {oi — 


SUBSCRIPTION 
ORDER FORM 


| want the next SIX issues of G-Force delivered to my door 
for the super low price of just £11.97 (including postage 
and packing). I'LL SAVE 50% OFF THE FULL PRICE! 

| enclose a cheque/ postal order for £11.97, made out to 
THIN ICE MEDIA LTD. 


L 


| want the next 12 issues of G-Force delivered to my door 
for the super low price of just £23.94 (including postage 
and packing). I'LL SAVE 50% OFF THE FULL PRICE AND RECEIVE 
A FREE GAMECUBE 8MB MEMORY CARD! 

| enclose a cheque/ postal order for £23.94, made out to 
THIN ICE MEDIA LTD. 


TO ORDER BY CREDIT OR DEBIT CARD: 


Lines open 8am - 7pm Monday to Friday, and 9am - 3pm Saturday. 
Calls charged at lo-call rate. 


OR ORDER ONLINE ANYTIME FROM OUR 24-HOUR INTERNET STORE: 


YOUR DETAILS 

MOREE v2) cos atedeay xds verde po vecintebdadineas 
oa yh ee ee ee Teens ee, Se 
CURNANG .s4-i550) bee lnerssasveussnvybonstsaaeuss 
MDORRIEL paicoee dnote ae toeniee bei al ciays ieee 


The offer applies only to residents of mainland United Kingdom. Please allow between 4 
and 6 weeks for delivery of your first issue. This is a bundle offer and as such may not be 
cancelled or refunded within the 6 or 12 month period you are committing to. The offer 
cannot be applied retrospectively and is non-transferable. This offer cannot be substituted 
for cash or any cash alternative, nor any other offer. The offer of a free gift is only available 
when taking out a 12 month subscription. The free gift offer is only available while stocks 
last. No product substitutions are permitted. The promoter reserves the right to 
withdraw or amend this offer at any time without prior notice. The promoter cannot 
accept responsibility for any errors or omissions. Six-issue recommended retail price: 
£23.94. 12-issue recommended retail price: £47.88. 


POP THIS COMPLETED FORM INTO AN ENVELOPE ALONG 
WITH YOUR PAYMENT, AND POST TO: 


G-FORCE 


Subscriptions Department 
Thin Ice Media Ltd, Stafford Road 
Stone, Staffordshire ST15 ODG 
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id — || aman woke THE LATEST GAM 


007 's first Gamecune mission is tougher 
than Oddjob and Jaws put together. So put 
on your tux, sit back, relax and enjoy the ride 
as we blow it wide open for you, Bond stule... 


Objectives 
© Infiltrate Research Facility 


the counter, then head 7 
into the room and up 


Gadgets Used the stairs to the 

» Q-Claw right where you 

® Q-Decryptor find a locked gate. « yourself in the rifle and head 

m Q-Laser | Use your Q-Laser “Se cultivation area. down the stairs at the end. 

Difficulty 1 a jon the lock and follow the path Once you're spotted, the From the bottom of the stairs, 
ee eel §©— UNt YOU'seera'guardion:a guards turn out the lights, take out the guards on the left 

There's two routes in, but slope. Shoot at him and he runs making aiming at them hard. of the sub-pen. Shoot the 
this is 007, so we're going for away. Follow him, and after the — Equip your rocket launcher and _ barrels if you can't be bothered 
the flashiest. Use your Q-Claw movie, shoot the red barrel on grenades to cause a little to aim at the guards. Head 
on the vent of the tower on the forklift. Go down the slope carnage. Once the smoke has down the lift after the area is 
the roof. Once up there, turn and train your sights on the last cleared, head through to the cleared then equip the 
left and head down the set of crates on the right as a room with red lights where you shotgun, which you should 
gangway to the hatch. Drop guard pops out. Take him probably find a couple of have collected on the way. Now 
down and punch the guard at down, then go to the crateson guards waiting for your bullets. simply walk slowly around the 
the terminal to get his key the right where you find some Once dealt with, collect the pen using the crates and pillars 
card. If you shoot him, you miss —_ body armour. Don't collect it suitcase with the vials in and go _as cover, taking out the bad 
the card. Now use your Q- yet as four guards are about to _— through the door to find guys as you go. They won't 
Decryptor on the door and spring you. Take care of them yourself in the sub-pen area. trouble you much and if things 
head across the foyer, making using the K57 and collect the Head up the stairs and get hectic, just shoot a barrel. 
sure to stay on the right to armour when you need it. Now _— across the platform to take out —_—Be careful not to get too close 
avoid the surveillance camera. head down the corridor to find —_ the enemy sniper. Collect his yourself, and look out for the 


Use your card on the door and 
head in to get the grenades 
and rocket launcher. Run back 
to the to where you've just 
been and use the lift to go 
down a level. 

Take out the guard behind 


two sets of body armour on 
the way. On the far side of the 
pen, head across to the 
submarine and use your Q-Laser 
on the lock to free Nightshade 
and end the mission. 


J 
Y 
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button, the less accurate the shot becomes. Short, sharp bursts are most effective. 


| Objectives 
| © Infiltrate Identicon Facility 
~ Locate Missing Vials 


Gadgets Used 
~ None 


In this mission, Zoe 
Nightshade drives whilst you 
take care of the guns. It's an 
on-rails shooting mission! At 
the start, equip the CH-6 rocket 
launcher and take out the 
helicopter behind with one 
well-placed rocket. Turn to face 
front and take aim on the 
chopper firing the rockets. Take 
your time, as the rockets won't 
actually hit you. Now switch to 
your machine gun and deal 
with the car behind and swing 
around to the front where you 
see an armoured van. Shoot its 
tyres to make it crash, but 
make sure you take any 
shooters out from it as soon as 
they appear. 

‘ay, into the Chinatown 


you're quite close so as not to 
waste rounds. Once that's 
down, fire a rocket at either car 
to destroy both of them. 

Now it's pedal to the metal 


Mission 3 - 


straight into the indenticon 
facility. Take out the rocket 
launcher guard at the front, 
then when you stop, take out 


the rocket 

guy and you find 
yourself in a square. Use a 
rocket on the car in front and 
to the left, then turn around 
and gun down the guards on 


| 

| Objectives 

| 
the right. You encounter a few | 

| 

| 

| 

| 


© Locate Stolen Vials 
© Disable Armoured Van 


cars on the following roads that 
won't hassle you too much, and 
then you come across a 
roadblock. Use a rocket on the 


chopper first, but wait until 


The auto-aim function 
makes getting a track on 
your opponents relatively 
simple, which leaves time 
for you to concentrate on 
not getting shot. Make sure 
you make good use of any 
cover whilst in the middle 
of a firefight then and 

| remember to use the 'X' 

| button which makes Bond 
duck. Just make sure that 

} you don't use explosive 

| barrels for cover, as it could 


\ get quite messy. 
~~ 


This mission is beyond easy, 
but there are a couple of 
things to remember. Just ram 
the barrier between the cars at 
the start and ignore all the bad 


Bond has access to a ridiculous amount of weapons, but you have to use the right one at the right time to 
really make use of them. For instance, don't try and take an enemy out with the shotgun if they're at range. 
However, at close quarters you can't beat it. Beware of rocket launchers and explosive weapons at close 
quarters, and remember the handheld automatics couldn't hit a barn door at 12 paces. The full assault rifles are 
a different kettle of fish altogether, though. Used at mid-range they're fast and deadly, and are probably the 
best weapons to utilise in most firefight situations. One note on automatics - the longer you hold the fire 


all the guards on the gangways. 


Continue through using your 
machine gun to kill anything 
that moves. You stop at some 


green crates where you have a 


bit of a gunfight, where once 


guys until you get to the main 
road. Once on the road, Q tells 
you he's left weapons and 
gadgets around the city that 
are denoted as yellow blips on 


again the 
machine gun is 
the best weapon 
to use. Once the 
place is littered 
with bodies, look at 
the turbine and ie 
shoot the red panel. , 
The large cargo 
crate moves above, 
so shoot the hook 
that's holding it up 
to smash the 
turbine and end the 
mission. 


the map. He also says to use 
them sparingly, but don't 
worry about that as you hardly 
get chance to use them at all! 
Anyway, follow the arrow on 
the map, which takes you to 
the van containing the vials, 
which cannot be destroyed. As 
you approach the van, the bad 
guys come out in their blue 
cars. Use missiles and rockets 
to deal with them, then chase 
the van through the streets 
with your aim being to get as 
close as possible in order to 
activate the Q-Pulse to stop it. 
The best way to do this is cut 
one of the corners on the 
inside and come up by the side 
of the van, then activate the 
Q-Pulse. It takes a few seconds 
to charge, so make sure you 
stay close to the van. Once 
you've stopped the van it's | 
mission over. | 


| 
| 
| 
| 
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| Objectives 
| ™ Infiltrate private quarters 
on top floor 
| = Gain access to secure room 
| @ Use passcode generator in 
Griffin's computer | 
Gadgets Used 
@ None | 
| eee * | 
If you let a guard sound the 
alarm you lose, so be quick 
when you're in battle. At the 
start, wait for the guard to 
walk through the doors at the 
start then follow him and shoot 
him in the back of the head. 
Follow the corridor around and 
head past the lift where you 
encounter another guard. 
Take him out and run into 
the office area where you 
find some extra darts on the 
desk at the end. Collect them, 
come back and activate th 
lift. gee 
Head left from ~*~ 
lift and shoot the guard, 
then come back around past 
the lift to the kitchen. Head 
between the two boxes to the 
left and you knock a bottle 
over. Duck as this alerts a 
guard who comes to 
investigate. When he gets 
close take him down then go 
through the doors. Jump 


There's a 15-minute time 
limit for the first part of this 
level, but don't worry too much 
as you've plenty of time. After 
the opening scene, activate the 
switch on the computer to the 
right of the huge painting as 
you face it. Head through the 
door that opens and use your 
Q-Laser on the lock at the end. 
Duck down, go through the 
shaft and use your laser on the 
first lock to the right. Shoot the 


over the laser beam and take 
out the next guard then face 


» the windows and shoot the 


. guard on the veranda 


ladder and through 
the window where 
you find the PC but 
you can't use it yet. 


door on the right an 
watch the cut scene with 
the girl in the red dress. 


chances, obviously, 
because he leaves; but 
not without a keycard. Go 


outside. Now head up the 


Go through the next 


James doesn't fancy his 


through the door on the left to 


get some extra darts then use 


guard there in the head, then 


go through the door on the left 


and kill the guards there. Try 
and stand by the alarm during 
the battle so that none of the 
guards can reach it. Go back 
into the room you just came 
out of and photograph the 
satellite images after the battle 


and then head through into the 


next room and smash the glass 
to reach the MRL 22 rocket 
launcher and body armour, 


Everyone loves a sniper rifle when it's in their hands, but in the 
hands of a terrorist or enemy guard, the good old laser sight 
isn't as much fun. Make sure you avoid all laser sights, as one 
shot from these sharp-shooters can take nearly all of Bond's 
health in one go. 
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which may come in handy. This 
activates an alarm, so get ready 
for a fight. Now head through 
into the unopened room where 
you meet more resistance. 
After the battle (use your 
shotgun or trusty K57) 
photograph the blueprints then 
leave via the door into the 
corridor. Take the guard out at 
the end and collect the keycard 
from the bookshelves. Use the 
lift to get down into the 
basement. 

Out of the lift, shoot the 
guard and collect the body 
armour then head into the 
mainframe room. There are 
only two guards, which are 
easily taken care of to start 
with. Use the keycard on the 
computer then set about using 
your Q-Decryptor to download 
the data from the ports on the 
green mainframes. The guards 
are most likely called, but you 
can either stand and fight, or 
peg it to the far end of the 
room and head for the lift. Up 
to you. 


Objectives 
© Photograph satellite 
imagery 
™ Photograph blueprints 
© Retrieve data from 
basement mainframe 
Gadgets Used 
™ Q-Laser 
 Q-Claw 
™ Q-Decryptor 
= Q-Remote 


Difficulty 3 


After the lift, head down 
into the basement and take on 
five or six guards. Once the 
battle is over, go to the water 
pool and look for the vent with 
an open grill. Use your Q-Claw 
on the small vent by it and haul 
yourself up. Head left and 
shoot the guy at the end 
before you drop down. Head to 
the green pulsing panel and use 
your Q-Remote, then run down 
the stairs and up the set on the 
right. Turn right at the top and 
shoot the guard, then head to 
the green pulsing by the door. 
Forget about the bullets 


the keycard to go through the 
other door where you find 
Griffin dead! Watch the cut 
scene, and then to everyone's 
surprise (though probably not 
now) another Griffin enters. 
Shoot him twice and then 
collect his case for the 
passcode generator. Head back 
to the PC and get your data, 
then come back and go 
through the other door in 
Griffin's office. 

You find yourself in the 
higher area of the room with a 
guard down below. Run to the 
far wall and shoot him. If you 
miss drop straight down and 
chase after him before he gets 


whizzing past your head; just 
peg it. Use your Q-Remote on 
the door then equip your 
shotgun and go through. You 
now meet two tough guys 
dressed in black. Two well 
aimed chest shots should take 
care of them, but make sure 
you use the wall for cover if 
you don't kill them quickly. 


to the alarm. Head out of here 
and jump the moving laser 

when it's at the lowest point, 
then run around to take out 
another guard and use the lift. 
Head left from the lift and you 
find yourself in the foyer where | 
you started the mission. Run 
down the stairs and the front 


doors open. Take out the guard 
and run through the doors to 
finish the mission. 


Once dealt with, head through 
the corridor and shoot the 
chap by the door, and the 
sniper across the way to the 
right. Now follow the catwalk 
around, enter the office and 
climb the ladder. To finish the 
mission, simply walk towards 
the hook on the cable car. < 


Objectives 
Use Q-Claw to enter R's 
safe house 
Infiltrate embassy 
Rescue five civilian 
hostages 
"= Find secret passage and __ 
rescue Damescu 


Gacigets Used 


After the coach crash at the 
start, kill the two terrorists by 
the pond and collect their 
guns. Head past the coach and 
turn right along the fence and 
then go left. As you reach the 
tunnel a terrorist runs out - 
take him down and continue on 
the way to meet two more bad 
guys. Dispose of them then 
concentrate on getting the 
sniper on the veranda. He's 
easy to kill, just make sure you 
don't get caught in his laser 
sight. Once the sniper is dust, 
use your Q-Claw on the vent 
(the camera shows you where 
it is) and get up onto the ledge. 
Follow it around to reach the 
safe house. Enter the door on 
the left and watch the rather 
amusing cut scene then walk 


SSS SS SSS 


through the shower passage 
into the open air once more. 
Use your Q-Claw on the vent on 
the building opposite to pull 
yourself across then get ready 
to enter the embassy. 

Collect the body armour 
then go up the stairs and open 
the door. A girl runs screaming 
from the door opposite. Careful 
not to shoot her, but take 
down the terrorist who runs 
out after her. Head left and left 
again to kill the next terrorist 
by a hostage then head to the 
office with the glass windows. 
Shoot the two terrorists 
through the glass then jump 
through and turn left to take 
out a third. You've rescued all 
the hostages - give yourself a 
pat on the back, Bond. 

Head out the door and 
around the corridor, but watch 
out for an explosion on the far 
window. Storm the kitchen and 
kill the four terrorists, and head 
out the far door. There's a 
couple more terrorists to take 
out before you reached the 
raised circular walkway. Look 
left and activate the Union Jack 
flag, which reveals a secret 
passage. Run through it and 
you find Damescu. Now collect 
the body armour before 
entering the lift. 

As soon as you get out of 
the lift, look up and left to 
shoot the barrels and kill the 
terrorist there. Shoot the 
barrels on your level to reveal 
some ammo and body armour, 
but don't collect it yet as you 
don't need it right now. Head 
through the double doors and 
you meet the Jackal, whom you 


have to kill. She's pretty tough 
as she's got a tasty weapon, 
but that's what we're here for, 
isn't it? The best way to kill her 
is to run to the crates on the 
left and duck until she finishes 
shooting. Stand up and target 
her, then duck back down until 
she stops shooting. Now stand 
up and open fire. Keep doing 
this and she slowly makes her 
way across the catwalk until 
she stands in front of a hook. 
Now you can either finish her 
off with your guns or do it 
Bond style by running to the 
switch on the right. This 
activates the hook behind her 
that sends her to a gruesome 
death. Once she's dead, run 
outside and collect the armour 
and ammo then use the ladder 
to reach the door out of her. 
Remember to collect the 
Jackal's weapon on the way 
out. 

Before you can get out of 
the embassy there's one last 
fight - with a helicopter 
gunship. The Jackal's weapon is 
pretty handy to use, but the 
easiest way to down the 
chopper is to use the gun 


emplacements on the roof. Just | 


press the ‘A’ button to get on 
them and open fire. As soon as 
the rounds run out, simply run 
to the next gun. Alternatively, 
you could use your rocket 
launcher for more explosive 
effect, but it is actually quite 
hard to aim. Once the chopper 
starts to crash, be careful not 
to stand near the doors or you 
could get caught up in the 
fireball. 


SSE SSIES TASES STOLL 


Lab. Here's a quick rundown on 
what they do... 


Q-Decryptor 
Cracks encrypted codes and 
unlocks many doors 
Q-Claw 


Used to latch onto surfaces and 
pull Bond towards them. 
Q-Laser 


Burns through locks, but sadly 
doesn't work as a weapon. 
Q-Ccamera 


Have a guess. 
Q-Remote 


Used to download programs, 
then activate certain switches 
and locks. 

Q-Cared 

Electronic card that opens doors.} 
Q-Jet 

Propels Bond into the air, but it 
needs to charge up first. 


ti 


There are also several natty car 
based gadgets... 
Q-Puise 


Once activated, plays havoc with 
electrical systems. 
Q-Vision 


Night vision. 
Q-Slick 


The classic oil slick. 
Q-Ssmoke 


The classic smokescreen. 
Q-Boost 


The classic speed boost. 


i That's all for this month - be 
| sure to check out the next 
issue of G-Force for the second 
and final part of our solution to 
James Bond 007 in Agent Under 
Fire! m 
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It's been said for some time that out of all the football 
games on the consoles, the ISS series and its siblings are 
the ones that play most like a proper game of football. 
Broadly speaking this is true, and certainly a more 
tactical approach to your gameplay pays more dividends 
in ISS 2 than any other football game on the GameCube. 
Simon offers some pointers... 


TRE RADAR 


First things first: you need successful shooting and the take advantage of the 


to get on the practice park various tactics at your disposal. _ tactical switches you can 
and familiarise yourself with Think carefully about your pull off with the 'C' stick. 
the controls. You must get the formations before you head Assign some moves to this, 
basics right first, and onto the park, and be willing and it saves you having to 
familiarise yourself with to adjust them as the game faff around with lengthy 


passing from player to player, gets underway. Make sure you menus mid-match. 


ISS 2 can be a very tactical at the bottom of the screen 
game if you do it properly. To - that way, if you've got a 
make the most of this, you player in a bit of space, you 
need to work out where your can launch a long pass or a 
team is likely to be positioned quick through-ball and 
on the pitch. Thus, don't forget hopefully send him on his 
to keep checking out the radar way towards the goal. 


(20d 


Taravia 
= Pie RE EEN, | canta 


A Mastering the tricks wins you far more games. 
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There are a couple of 
approaches you can make to 
tackling in /SS 2, one of which 
demands far more skill than the 
other. The easier way, and for 
the most part the most 
effective, is a simple foot-in 
tackle. You pull this off by 
hitting the 'A' button, and it 
works when you're in close 
proximity to the opposition 
player with the ball. You should 
usually opt for this over a 
lunging slide tackle, unless you 
are running straight towards 
your opponent, in which case 
you get the choice. The other 
advantage of the foot-in is that 
it gets you back into the action 
a damn sight quicker than a 
slide tackle. 

Nonetheless, the slide tackle 
has its uses, but is very much a 
matter of timing. You shouldn't 
underestimate your goalkeeper 
when a player is in a one-on- 


one and you have a slight 
chance of a slide tackle - 
sometimes it's worth risking the 
goal rather than getting an 
inevitable sending off should 
you foul things up. However, if 
a player is starting to run away 
from you, go for the slide. Don't 
tackle from behind, though. You 
need to come in at an angle, 
and you need to make sure you 
can get your defender's foot to 
slide in front of the ball for 
optimum effect. This takes 
practice, but as you progress, 


THE GOALIE 


As in most footie games, 
you don't have much control 
over the keeper, with one 
notable exception. The 
- » game lets you rush 


_—_— 


when you're chasing an = 
: | } the keeper out of his 
= | goal, which is useful 


opposition player, you ‘ a. 
have the chance to bring 7, 
is * / if there's a loose ball 
heading towards the 


in another member of 
your team so two of you © 
yp ag penalty area, or in a one- 
on-one situation. You bring 


‘ 
can dispossess him. This 
does leave extra gaps in 

_ the keeper out by holding the 
'Y' button, and you need to 
keep it depressed to keep him 


the work you put in could 

mean the difference 

between a goal and not. 
Another good trick is pa 


coming. Let go, and he 
tootles off back to his goal. 
If you have a player who can 
get a tackle in, though, 
that's always a better bet 
than bringing out the 
keeper, as the opposition 
tend to be quite savvy and 
will either attempt to take 
the ball past him, or lob him. 
Suffice to say, be careful 
when you use this option, if 
you mistime it, the goal is 
left completely unguarded. 


your defence, but is 
useful when someone is 
steaming down the wing, 
for instance. To do it, as 
you are chasing back, 
hold the ‘A’ and 'B' 
buttons together. 
Often, you find you can 
muscle the ball away without 
having to make a tackle. 


A Substitutions can — as in real life — turn a game. If you're two up ina 
semi-final, for instance, it may be worth making a defensive switch. 


V_ Guffing about in defence is an easy way to lose a goal. If in doubt, 


hoof the bloody thing! 


FREE KICKS 


Attacking free kicks are potent 
opportunities to score, and 
despite the game's habit of letting 
your shot smack the crossbar with 
alarming ease, there are ways to 
get it in the onion bag. If you're a 
little way out, hitting a short pass 
and then instantly hitting a 
through-ball, for instance, 
occasionally gets your player 
behind the defence and with a 
shooting opportunity. Likewise, 
one or two quick passes can put 


you in a position for a long shot, 
which can very often give you a 
juicy rebound, if not a goal. 

If shooting, it's worth going 


into the Free Kick Training section, 
which lets you position where you 


want to take your kick from and 
then try various approaches to 
get it in. Suffice to say, you need 
to mix the power of your shot 
with a bit of after-touch - once 
you start depressing the shoot 
button, move the analogue stick 


A Don't just automatically punt the ball from a goal kick. A shorter 
lay-off keeps possession, and allows you to build up your play. Not 
recommended when you're losing with minutes to go, though! 


‘A’ button and direct the 
header to one of your 
players with the analogue 
stick. You need to check out 
the radar quickly for an 
opponent, but if you have 
the space, and particularly if 
you need to turn to attack 
quickly, this keeps the ball 
moving quicker than taking 
the time to control it and 
move it on. 


As with tackling, there are a 
couple of options for heading 
the ball. In defence, you can go 
for the straight clearance 
header, which is not aimed at a 
particular player, but if in 
doubt is always the best 
option. Just hold the 'B' button 
when you see the ball coming. 
If you have a defender 
underneath a skied ball and a 
bit of space, you can hold the 


so that it points in the direction 
you want to curve the ball. It 
takes a fair bit of practice, but 
bears fruit in the end. And always 
be alert to the ball coming back. 
Make sure you're ready to pounce 
on a rebound. 


© Amixture of power and after- 
touch is the best way to score from 
a free kick. Do note the distance 


from goal though when choosing 
how much power to apply! 


AUG 2002 G-FORCE 75 


8 ee oe ©] Sd 


There are three main 
options here. Firstly, the ‘A’ 
button does a simple short pass 
along the ground. Arguably, this 
is the most important pass of 
all, as it keeps you in possession 
of the ball - providing you pay 
attention where you're kicking 
it - and keeps play moving. You 
can use your analogue stick to 
control the direction you want 
the ball to go too. The longer 
ball, executed by pressing the 'X' 


SoaNG 


button, is likewise a potent tool 
when used properly. Hammer it 
randomly, and too often you 
lose possession. But take a 
glance at the radar, aim the 
pass with the analogue stick 
and get the power right and 
the long pass - arguably more 
than any other version of ISS - 
works easily and like a dream. 
In terms of getting goal- 
scoring opportunities, the 
through-ball is a must to learn. 
This knocks the ball ahead of 
your player, meaning they have 
some running to do to catch up 
with it. The big advantage is 
very often it catches the 
defence unaware, and either 
lets you spring a player down 
the wing, or more crucially, an 


A In this case, that striker in the middle looks like the best option. 


attacker with a one-on-one 
with the keeper. 

Again, keeping your eye 
on the radar is important 
here. You need to pick a 
moment when you have 
either a player with space to 
run in to, or an attacker 
running towards a defence 
who are running towards 
him. Then, hit the 'Y' button, 
aiming the pass again with 
the analogue stick. The 
success of the through ball is 
a sheer matter of timing, 
and if you get it wrong, it's a 
very easy way to lose 
possession. Get it right, and 
it'll arguably become your 
most potent attacking 
threat. 


V_ Two options here. Cut in and shoot, or look to the striker running through the middle. The radar also 
shows you have a man on the far side of the field if you want to switch the play 


The game automatically 
handles crossing on your behalf, 
leaving you needing to gauge 
the power required to get the 
ball where you need it to be. 
Once in line with the 18-yard 
box, hold the 'X' button, but 
don't let the power gauge get 
too far over half way. Also, 
where possible, hold the ball up 
until you have players in the 
penalty area. If the ball is 
pumped out and goes to one of 
your players, it's worth doing a 
crossfield ball into the penalty 
area, again assuming you have 
players in the box. 
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A neat trick is a low ball 
across the six-yard box. To do 
this, you need to really be at the 
byeline and in the box, and then 
aim the analogue stick across 


the goal whilst hitting the 'Y' 
button. If you have a striker 
running in at that point then, 
touch wood, you should have 
an easy goal on your hands! 


V Long shots work very well in ISS 2 - know who your best long- 
ange shooters are in your team, and be willing to have a pop when 


they have a sight of goal 


THROW-INS 


Don't discount the value 
of along throw when you're 
near the opposition penalty 
area. Keep an eye on the 
positions of your strikers in 


the box and hit the 'Xx' 
button - often you can end 
up with a player in the six- 
yard box with the ball at his 
feet! 


A This move led to a goal. Instead of a short throw, we went for the 
long one to the striker just in line with the penalty spot... 


V_..who managed to turn and fire in a shot from a title angle. Bad 


luck, Paraguay. 


Basic rule of ISS 2; you 
can't score if you don't shoot. 
The game can be quite 
rewarding of long shots, and if 
you are cutting into towards 
the box and there are 
defenders in the way, then it's 
worth trying from anywhere 
up to 25 yards out. You need 
to make sure you get a bit of 
welly behind it, but on the 
lower levels and against the 
weaker teams, keepers have a 
habit of either pushing the 


ball round the post, 
rebounding it out or letting it 
in! Certainly it's too easy to 
spend ages looking for the 
best angle to shoot from, only 
for your opponents to 
dispossess you and merrily 
make their own way up the 
park. 

When in the penalty area 
itself, the longer you hold the 
Shoot button, the higher your 
shot tends to go. It's worth 
hitting the Shoot button just 
before you get the ball to get 
a snap shot in. Also, make sure 
you aim properly — if you're 
not paying any attention to 
directing the ball, more often 
than not you watch a replay 
of a rather embarrassing miss. 


One feature of real-life a bit more hit-and-miss, and 
football is that when you too often can result in the 
move quickly, you can ball being surrendered 
catch the opposition on cheaply if not done 
the hop. The same is true properly. A first-time pass, 
in ISS 2, and the game or through-ball, can be very 
controls do facilitate you effective, and you need to 

taking a little less time on tap the relevant button just 
the ball and going for first time before the ball gets to you. 
passes and shots. In both cases, Likewise with a shot, and 
before you commit, check the given the limited time you 
radar and make sure you're not get on the ball in the 
surrounding by opponents. By penalty area, this is no 
their nature, first-time plays are —_ bad thing. m 


QUICK HINTS 


() Never perform a slide tackle automatically. 
Referees waste little time brandishing cards in 
the game. 


Should you get a player sent off, go into 
the tactical options and do a reshuffle, 
especially if you've lost a defender. 


It's sometimes worth using a slide tackle to 
intercept a pass between two opponents. 
One-twos can take out a defender with ease. Hold 
the left shoulder button, then press ‘A’ for the 
first pass and 'A' again for the second. 


You can try and lob the keeper by holding the left shoulder button as you shoot. This is very hard to pull off 
successfully, though — you may be better just trying to loop the ball over them by pushing the analogue stick 
in the opposite direction to the one you are facing as you depress the 'B' button. 


You can kick the ball a short way ahead of you with the right shoulder button, and thus give yourself an 
extra burst of pace. Alternatively, when defending, the same button makes your defender dash that bit 
faster (although it will tire them for later in the game, so use sparingly). You lose a bit of control when you 
are in possession of the bail, and try it too close to a defender and you'll be very easy to tackle, though. 
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Top up card 
: ee 


£5 & £10 


available 


Re 


(a) SHARKLIGHT™ 

Hovering over the GBA screen like a hungry 
predator, it's the SharkLight! The ultimate light 
source for Game Boy® Advance. 


(b) PLAYLINE™ LINKCABLE 

This 5 foot link cable comes with a bonus 
pass-thru adapter that allows you to use the Link 
Port capable accessories and at the same time, 
trounce your opponents. 


(C) WORLD PORT™ TOP UP CARDS 
Add £10 or £5 worth of credit to your World Port 
e-mail account. The £10 will give you 
approximately 40 minutes and the £5 20 minutes 
of e-mail time. 


‘ibo.oo 


are a Bt) 


(9) £7.99 


(d) GLOWGUARD™ 


The GlowGuard pulls double duty: it provides ~ 


alight source for the Game Boy@ Advance and 
protects the screen when not in use. 


(e) FACEMASKS™ 
Add a splash of flash to your Game Boy® Advance 
with these colorful, stylish faceplates. 


(f) BUMPER GBX™ 

The rugged rubber case absorbs every bump and 
bounce-making life less painful for Game Boy® 
Advance owners. 


(Pack of 2) © 


mn OCG 


£14.99 


(g) CAR ADAPTER 

Its time for some on-the-road gaming with the 
Game Boy® Advance and this Car Adapter makes 
it all happen. 


(h) SPORT SHELL™ HARD CASE 
A bulletproof vest for Game Boy® Advance and 2 
of its accessories. (Game Boy Advance is not included) 
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ACTION REPLAY MEGA MEMORY 

—<—$ — sg Take your gaming to new ¥ Store levels, characters, top scores and more with 
tee levels of fun and excitement Mega Memory. 

with the ultimate cheat 

cartridge for Nintendoe 
GameCube"! Even the odds 
with infinite health, ammo and 1000 blocks of game save memory! 
time, and uncover game 
secrets with ease. Action 
| Replay even lets you play 
| import games. 


om TH 
Fest sett! 


y True, uncompressed GameCube™ memory cards 
available in 4Mb, 8Mb and a massive 64Mb! 


Visit Action Replay's™ website, 
www.codejunkies.com, where you will discover 
even more codes. Nothing is impossible with 

Action Replay™! 
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Unlock game secrets and access all areas 
with Action Replay” Xtreme, the most advanced 


soared ACTION REPLAY 
cheat cartridge available JR, BBQ ENE Estee 
for Game Boye Color Get your hands on Action Replay™, the all-in-one gaming 
— and Pocket™. solution that will make you the envy of your friends! 
Action Replay” Xtreme Arm yourself with infinite lives, 
is jam-packed with unlimited bullets, secret 
thousands of cheat vehicles - and much more! 


codes for the hottest “ction Replay" comes 
games. Infinite lives, Preloaded with tons — 
have all weapons of fantastic game-busting 
unlimited health ... cheats for all your Game 


they're all just a button Boys Advance games. 


press away! Just bought a brand new 
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Day 14 - The Distant Spring 


Objectives 
Recover Repair-type Bolt 


The first day at The Distant 
Spring is relatively easy, but you 
need to start with a full squad 
of red Pikmin to clear the area 
of creatures to start with. Head 
out behind your ship and take 
out all the creatures in this 


TvERVONE 


PLAYER'S 


1A This month we find all the parts at The Distant Spring and head 
== | off to the Final Trial where we meet the rather Unsavoury 


Emperor Bulblax. It's gonna get tough, as the last few levels are 
a veritable Pikmin pressure cooker. You've been warned... 


area, then after the battle, run 
back to the onions and put 
your red Pikmin away. Now, 
your yellow and blue Pikmin 
populations are probably 
slacking a bit, so get about 20 
of each and go and collect all 
the carcasses and pellets from 


the battlefield. After the clean- 


up operation, put your blue 
Pikmin away and take your 20 
yellow to the black stone gate 


Take Your Time 


Remember that Pikmin is about as non-linear as they come, 
so don't worry about following this guide exactly to the day. 
If we tell you to do something on a day and you haven't got 


enough time, just finish it off the next day. You've got eight 
days spare, but to make things simpler, we suggest you take 
a whole day to clear up what you couldn't achieve the day 
before. This way you can just continue with the guide on a 
daily basis without things getting too messy. 
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by the onions. 

There's an alley to the right 
of this gate. Head through it 
and try to sneak past the 
sleeping Bulborbs. There are 
several creatures here that try 
to attack. Avoid them, as you 
don't want a full-scale battle 
just yet. Head past the two 
small lakes and you find a stone 
skull by the shore of another 
lake. Collect at least nine 
bombs from the skull, then 
head all the way back and get 
onion-side of the black gate. 
Use your bomb-rocks to 
destroy the gate, but we won't 
be going through it today. 

Send all of your yellow 
Pikmin back to their onion and 
grab yourself 30 blue. Head 
right towards the lake and you 
see a raised, curving path. 
Throw all of your Pikmin up to 


it and have Olimar run around 


the lake on the lower path. To 
get your Pikmin to follow on 
the higher path, make sure you 
whistle them to follow. As you 
reach the end of the lower 
path, you see the Repair-type 
Bolt on the higher platform. 
Get your Pikmin to collect it 


and carry it back to the ship. 
Take any spare blues and follow 
the other Pikmin, in order to 
draw away any creatures that 
might attack your Pikmin 
carrying the cargo. Once the 
part is in place, collect any stray 
Pikmin and turn in for the 
night. 7 


Overhead View 


Use the overhead view for precise throwing. We wouldn't recommend it during combat, but if you 
have to throw any red or yellow Pikmin close to water, it gives you much better accuracy. A 
simple tap of the 'Z' button switches to this very handy view. 


Day 15 - The Distant Spring 


Objectives 
Recover Gluon Drive 


There's a lot of water at The 
Distant Spring (funny that), so 
we need to really boost our 
blue population. So, grab about 
five blues, and head out to the 
lake between the red and 
yellow onions. You come across 
a small group of islands with a 
pink egg in the centre. Launch 
your Pikmin onto it and as soon 
as they do a little damage, grab 
them and head straight back to 
the onions. Collect a hundred 
red Pikmin, then face the 
shoreline and you see a huge 
green creature heading for the 
onions. This is the Smoky Progg 
and he has to be defeated. 
Throw as many Pikmin onto his 
head as possible, but make sure 
they don't land in his smoke 
trail, or you lose them 
immediately. Watch out for the 
shockwave he produces too. He 
starts to attack your red onion, 
which is when you should go in 
for the kill. Just stand by his 
head and keeping lobbing 
Pikmin at it until he dies. Don't 


Combat Ciear-Up 


blues and run through the 
water to find the Gluon Drive in 
an alcove. Take out the 
creatures that attack, then set 
your Pikmin to work to build a 
second bridge. Whilst this is 
happening, you can go and get 


get too attached to 
your red troops, as 
you probably lose a 
few during this 
battle. Once the 
Progg has been 
defeated, put all your 
red Pikmin away and 
grab three blues to 
take the egg left 
behind back to the 
blue onion where it 
produces a 
hundred blue 
Pikmin. 

Take these 
Pikmin back out 
to the lake, 
near to 
where you 
blasted the 
white gate 
yesterday. 
Attack the 
creature there 
and get your 


Objectives 


Recover Zirconium Rotor 


Pikmin to Take one hundred blue 
start on the Pikmin and head to the white 
wood to gate you finished off 

make a yesterday. Walk along the 
bridge. water's edge and take out 
Once the two Yellow Wollywogs. 
complete, Be careful when they jump 


grab all of your into the air, as they flatten any 
Pikmin beneath them when 

they land. The best way to deal 
with them quickly is to swamp 


them with Pikmin when 


yourself three or four yellows 
(with bomb-rocks) and finish 
off the white gate if you like, if 
not, remember to do it 
tomorrow. Okay, once the 
bridge is built send 50 Pikmin 
to collect the Gluon Drive and 


Pikmin collect and deliver the 
Zirconium Rotor then set your 
remaining Pikmin onto the 
black gate opposite. 

This gate takes an age to 
destroy, but when it finally 
falls, take your Pikmin through 


return to the onions collecting 
any carcasses as you go. Once 

the ship part is delivered, you 

can congratulate yourself on a 
day's work well done. 


Bulbears as you go, then head 
out to the onions through that 
black gate. 

Put all your blue Pikmin 
away and grab as many reds as 
you can and head back into 
the area you've just been in. 
Now start taking out the larger 
creatures and any other 
creatures that might be 
causing aggro. Once you've 
caused a little carnage, start 
hauling all carcasses and pellets 
back to the onions before 
sundown. Take this 
opportunity to increase your 
yellow Pikmin population as it's 


Unless you're on a particularly slow day, we suggest that 
you leave clearing all the bodies and pellets left behind 
after a scrap until the end of the day. It is important to 
collect them and build up your Pikmin population, but it's 
best to finish the tasks of the day before calling in the 
cleaners. 


they're on the ground, as this 
stops them jumping. Okay, 
once the Wollywogs are dead 
set your Pikmin to work on the 
white gate on the waters 
edge. Once this is down, let 30 


and follow the path around. 
You notice this place as the 
area behind the black gate you 
destroyed near the onions. 
Make your way through this 
area, taking out the Dwarf 


surely flagging by now. 
However, remember to keep 
boosting your reds as the 
combat only gets tougher. < 


AUG 2002 GFORCE 81 


You may have 
noticed ship parts 
are a little thin on 
the ground over the 
last few days, so we'll 
make up for it today 
and get ourselves a 
nice little haul of 
three parts. Take 
a hundred red 


just taken out all 

the Bulbears. Head 
left past the water 
and you see an 


Head through 
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here and you come across an 
Armoured Cannon Beetle. We 
told you how to deal with 
these in part one of the guide, 
but for the uninitiated, here's 
how. Wait for the beetle to 
suck in air then lob a few 
Pikmin at it. If you time it 
right, the beetle chokes and 
his armour raises of its back. 
You can now throw your 
Pikmin at the red area and 
damage it. If you miss when 
throwing your Pikmin at the 


critter 
Control 


The later levels have some 
very confined spaces and 
narrow ledges. Though none 
of your Pikmin die from a fall, 
it's very frustrating to reach a 
ledge and then have to start 
again because some of your 
Pikmin have fallen off. Which 
is where the C-stick comes in 
handy. As soon as you get 
onto a ledge, push the C-stick 
to the nearest wall and your 
Pikmin follow, keeping them 
away from the edge. Make 
sure that you keep using the 
stick as you negotiate these 
narrow spaces or you 


as you travel. 


undoubtedly lose some Pikmin 


Day 17 - The Distant Spring 


Objectives 
Recover Bowsprit 

Recover Pilot Seat 
Recover UV Lamp 


blowhole, the beetle launches 
a boulder very quickly, so get 
Olimar and your Pikmin out of 
the way. Once the beetle is 
taken care of, he drops the 
Bowsprit. Leave it for now and 
head out of the alcove to the 
pile of wood. Build a bridge 
and smash down the white 
gate then send 30 Pikmin to 
deliver the Bowsprit and take 
the rest off to the left and 
down the hill to find the Pilot's 
Seat in another alcove. Get this 
en route to the ship then head 
back yourself and regroup. 

You should just about have 
enough time to get the UV 
Lamp, which, by the way, isn't 
a necessary item. Anyway, grab 
about 20 yellow Pikmin and 
head back to where you just 
killed all the creatures (past the 
black gate from the onions). To 
your right you see a raised 
ramp. Chuck your yellows up 
to it then take Olimar left and 
go up the slope to meet your 
Pikmin. Throw them up onto 
the next level then drop down 
and come up the slope to 
meet them again, then walk 
along the path to find the UV 
Lamp on a high ledge. Throw 
ten yellows up to collect it 
then get back to the onions 
and get ready for bed before 
sundown. 


Objectives 
Recover Massage Machine 


Recover Interstellar Radio 


Take a full complement of 
blues and head over to the 
yellow onion. From here you 
see a piece of land jutting out 
into the lake. Take your blues 
over there and kill all the 
creatures in the area. On the 
other side is a pile of wood, so 
set your Pikmin onto it to build 
yourself a bridge. When this is 
done go and take out the 
Bulborb then get your Pikmin 
to deliver the Massage Machine 
(from the beach). Follow them 
back and collect all of the 
bodies from the earlier battle. 

Now, making sure that you 
have one hundred blues, head 
over to the group of tiny 
islands where you found the 
huge egg containing the 
Smokey Progg. From here go 
right and take out all the Water 
Dumples then look for the 
huge Puffy Blowhog, which has 
the Interstellar Radio inside it. 
There's no real tactic to 
defeating the Blowhog, just lob 


To make Olimar throw Pikmin 
faster, simply use the C-stick 


to move them closer to him 
as you throw. Simple, but 
very effective when taking on 
some of the tougher 
creatures in the game. 


Day 19 - The Distant Spring 


Objectives 
Recover lonium Jet (2) 


Recover Chronos Reactor 


We've nearly got all the parts 
and we've still got 11 days left. 
Good, eh? Anyway, enough 
back-slapping, let's get on with 
it 'cos things are getting tough. 
Once again, grab a hundred blue 
Pikmin then head out through 
the gate by the blue Onion. Run 
across to the lake on the far 
side of this area and attack the 
Puffy Blowhog, then run into 
the lake and kill the three Water 
Dumples. After the area has 
been made safe, go over to the 
far shore and you see a raised 
path. Throw about 30 blues up 
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as many Pikmin at it as 
humanly possible. Try to 
control your Pikmin using the 
C-stick and try to avoid getting 
directly in front of the 
Blowhog. If he starts to blow 
he won't kill your Pikmin, but 
things start to get very messy 
and it takes an absolute age to 
finish him off. Once you do 
manage to kill him, you receive 
the Interstellar Radio. Send 
some Pikmin to take it back to 
the ship then spend the rest of 
the day collecting all the bodies 
and pellets that left behind 
after the battles. 


onto it then use the waterspout 
to get Olimar up. Head right 
along the path and you see the 
lonium Jet on a platform across 
the gap. Line up with your 
cursor then fling 15 Pikmin 
across to collect it and take it 
back to the ship. 

Now, grab all your blues and 
head over to the raised square 
area near to where you entered 
the lake. You recognise it as it 
has a waterspout below it and a 
yellow Candypop Bud on it. 
Throw 30 Pikmin up then use 
the waterspout to get Olimar 
up. Lob all of your Pikmin into 
the flower so they turn yellow, 
then look for the beach with 
the blue Candypop Bud. Throw 
all your yellows onto the beach 
(being careful notto drown 


them) then drop down with 
Olimar too. You see the Chronos 
Reactor on a high ledge in the 
corner. Throw your Pikmin up to 
collect the ship part and as soon 
as your Pikmin drop down with 
it herd them up and switch 
them to blue using the 
Candypop Bud. Now get the 
blues to take the Chronos 
Reactor back to the ship to 
finish the day, and The Distant 
Spring. Give yourself a pat on 
the back again, but don't forget 
to collect all bodies and pellets 
before you turn in for the night. 
Also, as we're not coming back 
here, make sure that you pick all 
Pikmin sprouts from below the 
onions before the end of the 
day. 


Throughout the guide, 
we've given you the exact 
amount of Pikmin we used 
to do certain tasks. These 
numbers aren't gospel, 
though. Try experimenting 
and you may come across 
ways Of completing tasks 
quicker and easier. 
Remember Pikmin is a very 
open game, so interpret 
our solution how you like. 
Just remember if you don't 
have all 30 ship parts after 
30 days, Olimar is in deep 
trouble. 


Day 20 - The Final Trial 


Objectives 
No parts; just build bridges 


and destroy gates. 


Nearly there, but you can 
guess things aren't going to be 
easy from here on in. Grab 85 
blue Pikmin and five yellow. Set 
your blue Pikmin onto the 
wood across from the shore 
then grab five yellows and 


switch to overhead view. Throw 


them onto the island to the 
right from the shore, then run 
across and join them. Head 
onto the stone slope at the 
edge of this island and throw 
the yellows across the gap 
then use the waterspout to 
join them. From here, throw 
them up to the next ledge to 
collect the bomb-rocks then 
get them back across the island 
to the start area. Make sure 
when collecting the yellows 
after they've been thrown that 
you tag them, rather than call 
them. With the new bridge 
built, take your yellows across 
to the white wall and blow it 
up. Run them back to the 
shore and collect your blues 
and start work on the next 
bridge. 

Whilst this is happening, go 
and call ten Pikmin from the 
red onion and head to the left 
of the first bridge. There's a 
path with flames all along it. 
Throw all your red onto it then 
drop Olimar down into the 
water to the right. Call your 
Pikmin on the flaming path 


then run around to the 
right and under the 
bridge (best to go into 
overhead view). Just past 
the bridge you see a cardboard 
box which you should direct 
the red Pikmin to using the C- 
stick. As they start to push, 
your blue Pikmin should run 
through and help. Once the box 
is Out of the way, take all your 
red and blue Pikmin and smash 
down the white gate. Enter the 
sandy area and smash down 


the far-right’gate 
also. Now you've a 
choice; you can take 
on Emperor Bulblax now 
(the final task) or head back 
and tuck in for the night so 
that you've got a full day to 
fight him. If you're going to 
leave it for the day, be careful 
not to wake him when you go 
past. Either way, the solution to 
defeating Emperor Bulblax is on 
day 271... 


Day 21 - The Final Trial 


Objectives 
Recover Secret Safe 


And so it ends. Well, there's 
just the part about killing 
Emperor Bulblax and recovering 
The Secret Safe. Grab 80 red 
and 20 yellow Pikmin and head 
across both bridges to the 
sandy area. Take your 20 
yellows and head through the 
area with Bulblax to the far 
gate, where just beyond you 
see some bomb-rocks. Collect 
them and come back to the 
rest of your crew near to the 
first gate. Divide your Pikmin 
and grab one bomb-rock-toting 
yellow. The idea is to get 
Bulblax to eat a bomb-rock, but 
it takes some time. Stand 
outside the gate (he can't get 
you here) and wait for him to 
face you. Watch for his mouth 
to start dripping saliva, then 
throw your yellow Pikmin with 


bomb-rock. Call him back 
quickly and he leaves the 
bomb-rock just in time for 
Bulblax to pick it up with his 
tongue. If the bomb-rock goes 
off inside of him, grab all your 
reds and steam in to attack his 
head. You need to repeat this 
process several times in order 
to get anywhere. Things to 
watch out for are his lick attack 
and jump attack. The best way 
to avoid them is to make sure 
that all of your Pikmin are 
safely past the gate when 
Bulblax recovers from a bomb 
blast and subsequent attack. Be 
careful towards the end of the 
battle as Bulblax starts to jump 
a lot, but as long as you keep 
close to the gates you should 
be alright. 

Once you've defeated 
Bulblax, you can collect the 
Secret Safe, which is the final 
part of the ship. With this in 
place, Olimar can go home. 
Yippee! m 
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ACTION TIPS 


Are you ready for action? 
With our cut-out-and- 
keep cheat cards, you’re 
always prepared! 


1: First, cut out your sizzling Action 
Tips coupons. 


_ 2: Store them in your game boxes, along 
with the cart. If you haven't got the 
game, keep it somewhere safe in case 
you decide to buy it one day. 


3: Whenever you play the game, you've 

always got the cheats handy! 
ACTION TIPS: 

SPONSORED BY 


ee 
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Busting GameCube and 
GBA games wide open! 


Ever wondered 
what the 
soundtrack behind 
Nintendo's TV ads is 
called? Well, it's 
Destination 
Unknown by Vince 


They were a big 
success in GBX, 
and they're 
making a 
comeback in 
G-Force. With 
ACTION TIPS, you 
need never lose a 
cheat again. 

It's simple. Just 
cut out our 
exclusive Action 
Tips cheat card 
and keep it in 
your game box 
along with the 
game and the 
manual. Instead 
of hunting 
through your 
magazine 
collection 
searching for a 
cheat, it's right at 
hand whenever 
you need it. What 
could be handier? 
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ACTION TIPS 


Super Smash Bros: Melee 


TROPHIES WON IN ONE-PLAYER MODE 

You win the playable character's three trophies by beating Classic, Adventure and All-Star modes 
with that character. You can also win.them by using that character in a set number of multiplayer 
matches, according to the following formula: 


TROPHIES WON IN MULTIPLAYER MATCHES: 


These trophies are collected in the Vs Mode. 


085. Food: Play 1000 Vs matches. 

086. ,Maximum Tomato: Play 10 Vs matches. 
087. Heart Container: Play 100 Vs matches. 
119. Smash Coins: Play 100 Coin matches. 
141. Sudowoodo: Play 200 Vs matches. 
175. Falcon Flyer: Play 150 Vs matches. 
182. Kraid: Play 50 Vs matches. 

186. UFO: Play 100 Vs matches. 


Classic Trophy: 101 Vs Matches 
Adventure Trophy: 201 Vs Matches 
All-Star Trophy: 301 Vs Matches 


The following trophies are also won in one-player games: 

082. Giga Bowser: Defeat him in Adventure Mode (Normal or higher, no continues, win in under 18 
minutes). 

083. Master Hand: Clear Classic on Hard or Very Hard (no continues). 
084. Crazy Hand: Clear Adventure on Hard or Very Hard (no continues). 
135. Mew: Clear All-Star on Hard or Very Hard (continues allowed) 

176. F-Zero Racers: Get all the Adventure Trophies for all 25 characters 
191. Battlefield: Clear All-Star Mode 

204. Wario: Clear All-Star Mode (ne continues). 

230. Samus's Starship: Clear Escape From Brinstar in Adventure Mode. 
255. Meowth: Get all the All-Star Trophies for all 25 characters. 

276. Donkey Kong Junior: Complete Classic Mode with all 25 characters. 
280. Mach Rider: Get the Speed Demon bonus. 


TROPHIES WON IN EVENT MATCHES 
These are won in Event Mode: 


104. Motion-Sensor Bomb: Clear Event Three. 
147. Entei: Clear Event 26. 

188. Game & Watch: Clear Event 45. 
192. Final Destination: Clear Event 51. 
193. Goomba: Clear Event 14. 

221. Majora's Mask: Clear Event 47. 


STADIUM TROPHIES 
These are won in Target Test, Home Run Derby or Multi- 
Man Melee Modes. 


TROPHIES WON BY ACCOMPLISHING SPECIFIC TASKS 
These trophies are won In a variety of ways: 


092. Lip's Stick: Get a 21-hit combo or higher in Training. 

110. Metal Box: Get an 11-hit combo or higher in Training. 

411. Bunny Hood: Get a combined total of 126 combos for all 
characters in Training. 

151. Celebi: See Celebi (All levels, characters, and score display 


156. Lon Lon Milk: Get a total time under 25 minutes in 
Target Test. 

160. Kirby Hat 4: Get Mr Game & Watch by breaking all the 
targets or completing Classic or Adventure with 


all characters. must be unlocked in order to see it). 
189. Target: Clear Target Test for all 161. Kirby Hat 5: Unlock Roy, Pichu, Dr. Mario, Young 
characters. 


Link, and Falco. 
220. Marin: Earn all secret levels and characters. 
226. Landmaster Tank: Get over 1000 total KOs. 
267. Tom Nook: Get over 1000 coins (even if 
you spent 'em). 
274. Captain Olimar: Have a Pikmin save on your 


288. Sheriff: Get a total time under 12 1/2 minutes 
in Target Test. Home-Run Derby 

142. Unown: Get over 16,404 ft. (5000 m) of total 
distance in Home Run Derby. 

190. Sandbag: Clear 984 ft. (300 m) in Home 


the pages of G- 
a Force! As soon as 
un Derby. memory card. 
203. Paper Mario: Clear 1476 ft. (450 m) in 289. Disktin: Earn all 249 ees this corking cheat 
Home Run Derby. oo device is released, 


079. Male Wire Frame: Beat 100- : 
Man Melee in under 4:00 ii Se 
080. Female Wire Frame: Beat 100 enemies 
in Endless Melee. 
081. Fighting Wire Frames: Beat the 15-Minute Melee 
269. Mr Resetti: Beat five enemies on Cruel Melee 


All other trophies can be 
found at random during the 
game or won using the 
lottery machine. 


we'll offer Action 
Replay cheats on 
our Action Tips 
cards, along with 
standard cheats 
and codes. 
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Unlock Fritz Von Erich 
Successfully complete Career Mode 


‘or every ten golden threads you set Donald get ew ¢ stume | as a Hawaiian shirt, suit 
: | with Kerry Von Erich. 


of armour and captain hats. 


Unlock Jimmy Hart 
Successfully complete Career Mode 
with any ‘Loved’ legend. 


Unlock King Kong Bundy 
Successfully complete the Southeast 


Territory in Career Mode. Everyone knows if 
Unlock Captain L Alband you hokd 'Z'as you 
inlock Captain Lou Albando 
Successfully complete Career Mode turn the power on, 
with any ‘Hated! legend. you get a squidgy 
Uniock Extra Arenas start-up sound, but 
Successfully complete the game in Career Mode have you tried 
to unlock the following arenas in Exhibition lugging i 7 
Mode: Back Lot, Gym, Beach Resort, and Casino. poesia 
= ee piss: ~t oS ct holding '2' on all of 
uccessfully complete the Vs Tourney Mode. th 
em as you power 
Unlock Dory Funk Up? Give it a go - 
Full M ith Te 
ee ully complete Career Mode with Terry yet another start- 
up sound is 


Uniock David & Michael Von Erich 
Successfully complete Career Mode with Kevin 
Von Erich 


Uniock Mr Fuji 
Win the Tag Team belt in Tournament Mode. 


Uniock The Rock-n-Roll Express 
Win a Tag Team Tournament. 


Unlock Sabu 
Successfully complete the Career Mode with The 
Sheik. 


Unlock All Wrestlers 
At the Main screen, Press t, +, 4. $, «, >, «, », Y, Y, X. A screen pops up saying you 
have new wrestlers. 
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Want to know how 
much gold you 
need to earn the 
various rankings in 
Luigi's Mansion? 
Here's a guide... 


Rank A 
Over170,000,000 
(over 100,000,000 
in the NTSC version) 


Rank B 
70,000,001- 
169,999,999 


Rank C 
60,000,001- 
70,000,000 


Rank D 
50,000,001- 
60,000,000 


Rank E 
40,000,001- 
50,000,000 


Rank F 
20,000,001- 
40,000,000 


Rank G 
5,000,001- 
20,000,000 


Rank H 
5,000-5,000,000 


To get Rank A in the 
PAL version you 
really need to 
complete the 
hidden mansion 
too. Even so, it's 
still easier than 
Rank H; it's almost 
impossible to 
perform that badly! 
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ACTION 


Controller Stress Test 

Enter the Skills Mode Screen where Three 
Point Contest and Practice appear as options. 
Hold X+Y and press the analogue stick Up 
and the C-stick Down. The Controller Stress 
Test option appears. 


Toggle Controller Stress Test option 
Enable the Controller Stress Test code, enter 
the Controller Stress Test screen and press +, 
>, +, +, X, X, «. A sound confirms correct 
code entry. 


Weird Effects 

Enable the Controller Stress Test code, enter 
the Controller Stress Test Screen and press 
+, >, «, +, Y,Y, t. A sound confirms 
correct code entry. One effect of this code is 
to place Kobe Bryant as all players in a game. 


Secret Teams 

Enable the Controller Stress Test code, enter 
the Controller Stress Test Screen and press 
+, >, «, >, X, X, +. A sound confirms 
correct code entry. Choose Arcade or Quick 
Play Mode and three new teams (Nintendo, 
Left Field 1, and Left Field 2) are highlighted 
in yellow. 


Small Players 

Enable the Controller Stress Test code, enter 
the Controller Stress Test Screen and press 
+, >, «, >. X, Y, ». A sound confirms 
correct code entry. 


TIPS 


Big heads 

Enable the Controller Stress Test code, enter the 
Controller Stress Test Screen and press +, +, «, 
>, X, Y, #. A sound confirms correct code entry. 


Little heads 

Enable the Controller Stress Test code, enter the 
Controller Stress Test Screen and press +, >, +, 
>, X,Y, #. Asound confirms correct code entry. 


Big hands 

Enable the Controller Stress Test code, enter the 
Controller Stress Test Screen and press +, +, «, 
=, X,Y, +. Asound confirms correct code entry. 


Invisible Players 

Enable the Controller Stress Test code, enter the 
Controller Stress Test Screen and press «, +, «, 
=», Y, X, ». A sound confirms correct code entry. 


Strange free throws 

Enable the Controller Stress Test code, enter the 
Controller Stress Test Screen and press «, +, «, 
»,Y,X, +. Asound confirms correct code entry. 


Toggle away uniforms 

Enable the Controller Stress Test code, enter the 
Controller Stress Test Screen and press +, +, «, 
», YY, «. Asound confirms correct code entry. 


Toggle home uniforms 
Enable the Controller Stress Test code, enter the 
Controller Stress Test Screen and press +, +, «, 
=», YY, ». Asound confirms correct code entry. 
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NBA Courtside 2002 


Easy Points 

Do a pump fake. When the CPU player jumps, 
drive the ball in for a basket. You can also drive 
to the basket and pass it out for a well lined 
up three-pointer. The CPU players should all 
scramble to the paint. 


Easy Blocks 

Switch to the player who is guarding the 
player who has the ball. Do not use R when 
guarding. Guard as close as you can. When the 
CPU (or player) jumps to make the shot, press 
L+R+A. Your player usually jumps forward and 
blocks the ball. 


Slam Dunk 

Select Arcade Mode and choose a team. When 
playing, get close to the basket. Press 
A+analogue-stick Up. If done correctly, you 
should go around any defenders and make an 
awesome slam dunk. 


Hang on the Rim 

Hold X after dunking the ball to hang on the 
rim. If you hang for too long you get a 
technical foul 


Jane 
Successfully complete the Terk 
challenges in World One to unlock 
Jane in the water skiing or river 
surfing challenges. 


Porter 
Successfully complete the Terk 
challenges in World Two to 
unlock Porter in the 
water skiing or river 
surfing challenges. 


Terk the monkey 
Successfully 
complete the three J 
Terk challenges in £ 
the final levels of \ j 


the game to 
unlock Terk. 


Ground Tumble 
trick move 
Successfully complete 
the Terk challenges in 
World One to unlock 
the Ground Tumble 
trick move for jungle 
exploration. 


Scarecrow trick 
move ik 
Successfully complete 

the Terk challenges in World Two to 
unlock the Scarecrow trick move for 
the water skiing challenges. 


Corkscrew trick 
move 
Successfully 
complete the Terk 
challenges in World 
Three to unlock the 
Corkscrew trick move for the 
river surfing challenges. 
More Trick Moves 


Alley-Oop or Slam Dunk 

When you're in your own zone and you see a 
player from your team under the net with his 
hand up, press B to pass to him, then, 
immediately and rapidly press A (Shoot) and 
the player under the net either does a alley- 
oop or slam dunks the ball. 


Spin Move 

When you have the ball on offence, press L 
then Y. Your player dribbles the ball and does a 
spin move at the same time. 


Dribble Behind Back 

When you have the ball on offence lightly 
press L then Y. Your player dribbles the ball 
behind his back. 


More Points for Created Player 

Start a game on the 12-minute setting. Allow 

the CPU to play, then at the end 

switch over to your created 

person's team. You get all 
the points. 


Tarzan Freeride 


— 
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g the line e cut alo 
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To unlock Mewtwo 
in Super Smash 
Bros: Melee, you 
must complete 700 
full Vs matches or 
play 20 hours 
straight in Vs 
Mode. This 20 
hours is divided by 
the number of 
human players 
competing. 
Therefore, with 
only one human, 
you need to put in 
20 hours. With two 
humans, it's only 
ten hours, with 
three humans just 
over six and a half 
hours and if there's 
four of you, only 
five hours. 

The easiest way to 
Clock these times is 
to plug in as many 
controllers as you 
have, start a Vs 
match with no time 
limit and no CPU 
fighters and then 
just leave it. Come 
back after the 
required time and 
Mewtwo is yours. 


FREE SAMPLE | 


a ee ‘ 


\ + 
(REWE) STATE OF THE ART! 


All the latest must have gadgets! 
SMART a | 


aig : 4 ‘4 . Th 
: [TENN SSEF Wy 
Ye aaa 


if fi, Pa Rarep, SNEAK PEAK AT MASSIVE FEATURE FROM ISSUE 2! 


_ AVAILABLE NOW!!! 


EXCLUSIVE 


We don sunglasses and go 
from and on the return of 


niversal scum watch out — the Men in Black are back. It’s five years since the M/B phenomenon landed on planet earth. The 

film — featuring undercover alien enforcement agents Jay and Kay (Will Smith and Tommy Lee Jones) — grossed over 
$587million world wide and literally took over the planet. You couldn’t walk down the street without seeing someone in Raybans, 
newscasters even read their reports in the sunglasses and that tune refused to be evicted from your head. 


Now, Jay and Kay are back - with even more aliens and even more guns to splat them with (look out for the Really Big 
Bazooka, a bazooka that’s, er, really big). This time, the duo have to take on Serleena (Lara Flynn Boyle) — a minging root- 
like alien who disguises herself as an eye-popping lingerie model while carrying out her evil plot to take over the world. 
The usual stuff then. 


Director Barry Sonnenfeld has kept the fans’ favourites from the first movie while bringing in some new 
characters to liven up proceedings. Jay, Kay, Zed, Frank the Pug, the Worm Guys and Jeebs the Pawnshop 

owner all return while Jackass star Johnny Knoxville has joined the cast as Serleena’s simamese sidekick — 
playing both heads himself! Other aliens to look out for will be Flap Jack, Split Guy, Squid Guy, One Eye Guy 
and Robo Squid. But don’t get these ugly muthas confused with Michael Jackson who pops in for a cameo. 


Rosario loved to hang with the girls from Big Brother 


Cast and 
Crew for 


Directed by 


Earthlings 


Tommy Lee Jones 

WilESMmibhl «cece os 

Lande -Bigrentino =. eee 
ad) elds (eel Seer cn peer er me Le 
Patrick Warburton ... 
Rosario Dawson......... 
anor Ken! 0G 1. 2s 


Aliens 


jonny Shalhoub: 2... 
Lara Flynn Boyle ..... 

gy Johnny Knoxville. ....... 
John Alexander ........ 
Kevin Grevioux ...... 
Derek Mears .... 
Jeremy Howard .... 

Mary Stein ....... 
Willlem E Jackson ..... = 
SONMY UPEOM acows ss 

_ Michael Garvey ..... 

> POUG*IONES So ates dec eee 


} 
| FOR MORE ON 
MEN IN BLACK Ii 
a BUY ISSUE 3 
e Uncle’s party trick made the children cry “s00m FMS: 


~~ 


a 


The boys waited! iin Lara’s dressing room. 


EXTRAS: 


* PREVIEW OF ELECTRONIC ARTS VIDEO GAME 


DISTRIBUTED BY: ........ ENTERTAINMENT FILMS 
RUNNING TIME: oso gis aed eetin ew 180 MINS 
RELEASE DATE: ....THEATRICAL CUT AUGUST 6TH 
AAe ee eee. £24:99 (DVD) £16:99 (VHS) 


i ee a a 
| THEATRICAL TRAILER(S) (3 IN ALL) 


O-MINUTE PREVIEW OF THE TWIN TOWERS 
THREE IN-DEPTH DOCUMENTARIES 


THE QUES] FOR [HE RING FEATURETTE 
8 SHORTS ORIGINALLY CREATED FOR 


AN INSIDE LOOK AT THE SPECIAL EXTENDED 
DVD EDITION 
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een a PETER JACKSO 


WELCOME 10 MIDDLE-EARTH (IN-STORE SPECIAL) 


eL 


2 b °hSNOOS 02 
Seen vnaeeteheneaenas 
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LORDOFIHERINGS. NET. « ENYA MAY IT BE MUSIC VDEO 


DVD 


Reet A 


THE MOST ANTICIPATED DVD RELEASE OF 2002 COMES OUT ON REGION ONE... 


he story, for those of you living under a rock for the 

last few years, is about a powerful ring that falls into 
the hands of a hobbit, Bilbo Baggins. Old and weary, 
Bilbo passes it on to his young nephew, Frodo, and with 
it a perilous quest to journey across Middle-earth, deep 
into the shadow of the Dark Lord and destroy the Ruling 
Ring by casting it into the Cracks of Doom. 


This epic and triumphant start to the trilogy gets very 


VIDEOS REVIEWED 


RATED! 


=! 


= 


fe 
NOOD, IAN MGKELLEN RR, iAN HOLM 


special treatment with what must be the most 
extensive list of superb extras seen yet in a DVD 
package. With everything from behind the scenes 
footage, interviews, music videos, game previews, 
trailers and a preview to the next film. 


As the start of a trilogy, The Lord of the Rings: The 
Fellowship of the Ring film leaves you begging for 
more. And you'll get it, with further packages planned. 


The DVD version of The Lord Of The Rings is 
set to have three varied DVD boxsets 
releasing up until Christmas when the 
sequel hits cinemas post Harry Potter. 


Jacksons ambitious epic 
compression of J.R.R. is 
awesome and unmissable. 


KISS OF THE 
DRAGON 


CHINESE INTELLIGENCE OFFICER GOES TO 


PARIS ON ASSIGNMENT AND BECOMES 
EMBROILED IN A DEADLY CONSPIRACY. 
KICKS PEOPLE IN THE HEAD A LOT, TOO. 


‘ n Kiss of the Dragon, Chinese undercover agent Li 
chops his way through Paris after he's framed in 
some sketchily defined drug sting. The fight 
sequences are tough and quite brutal, and the over- 
the-top finale is arguably worth the price alone. Li 
takes on the entire Paris Police Bureau, working his 
way up toward police chief Tchéky Karyo's office 
through waves of cops, a pair of peroxide-blond twin 
henchmen, and a whole class of kung-fu cadets. 


Co-screenwriter Luc Besson should know by now 
what makes for a nifty genre piece, but the woeful 
dialogue is a shame, and there aren't nearly enough 
action sequences to get your blood boiling. Poor 
Bridget Fonda gives it the old school try ina 
thankless role as an ex-junkie prostitute whose 
daughter is being held captive by duplicitous police 
chief/drug lord/pimp Karyo (who fairly inhales the 
scenery). Overall though the fight scenes there are 
and the quality of the DVD package (extras wise) 
make this an action junkie must see-movie 


DIRECTED BY: 

DISTRIBUTED BY: 
RUNNING TIM : 195 MINUTES 
RELEASE DATE: .... .QUT NOW ON VHS AND DVD 
RRP: £19:99 RRP 


CHRIS NAHON 
SILVER VISION 


EXTRAS: 
STORYBOARDS ANALYSED * STILL GALLERIES 
* COMMENTARY BY DIRECTOR AND ACTORS 


If you fancy a night of top 


class fighting, Jet Li will more 


than fill the gap. Awesome. 


THIRTSEN GHOSTS 


A FAMILY INHERITS A SPECTACULAR OLD HOUSE FROM AN ECCENTRIC UNCLE. 
THERE’S JUST ONE MAJOR PROBLEM: THE HOUSE IS LITTERED WITH GHOSTS! 


s mentioned, a 
: broke, dysfunctional 
family inherit their mad 
uncle’s mansion. A 
palace of glass walls 
that seems like a dream 
come true for the 
poverty stricken 
owners. What follows is 
a betrayal by 


DIRECTED BY: .. STEVE BECK 


RRP: 


« DIRECTORS COMMENTARY 

* 12 GHOSTLY FEATURETTES - 1 FOR EACH 
‘WICKED SPIRIT 

* MAKING OF 

* THEATRICAL TRAILERS 


the dead Uncle’s lawyer and a series of booby traps that 
locks them in. To make matters worse they’re not alone, 
as 13 ghosts trapped in the basement start running riot 
starting up a machine that will open hell, or something. 
Interesting concepts are let down by its need to appeal 
to the pre-18 cert audience. Its MTV 
b attitude leaves you feeling a little short 
changed in scares, of which there are 
plenty of light ones. Good, but this 
could have been great if only 
it'd bit the bullet and 
gone all out to scare 
the crap out of you. 


Not great. But this is action 
packed and twisted enough 
to keep most horror fans 
happy. 
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TOP FIVE SUMMER ESSENTIALS 


IMPRESS LADIES, PEERS 
AND SMALL CHILDREN AT ANY 
OUTDOOR GATHERING WITH OUR 
SUMMER SHINDIG SURVIVAL KIT... 


[sso | | 


>) With strategically placed air-vents and a fuel block in its core, 
just add a lit match and you've got a take-anywhere instant 
campfire. Eco-warriors can sleep happy as the log is cut from 
fallen (not logged) Estonian pine trees. A cub scout’s wet dream. 


Cd 


SS If you're getting a bit steamed up, cool off with this portable 
personal air-conditioning unit. Give the trigger a squeeze as the 
foam-bladed fan whizzes around and a fine spray of water will 
chill you out. 


This Tartis-like bay can hold up to 20 litres of stuff (that’s 
around six Geri Halliwells, stat fans). Note, Rated does not 
Condone the use of rucksacks as body hags for annoyingly 
pinsqueak pop stars. Bin bags are much cheaper. 


$9 Opening bottles with your teeth may impress the ladies, but 
looking like Shane McGowan doesn’t. So, save your gnashers 
(and loads of cash on dental fees) with this handy key-shaped 
bottle opener. 


& Emptied your bag, cooled your face, and drank your pop? 
for a kip, then. Just tie the hammock to a couple of stura 
trees/poles/unsuspecting bystanders and away you go 


a 
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| RADIO 


All the equipment featured is available now from www.iwantoneofthose.com 


TONS OF GADGETS: 


STUFF 


SY Welcome to the stuff and 

nonsense section. Rated’s 

regular look at Gadgets, 
Games, Toys, Hardware, 
Mobiles, and more... 


310]6)\/8)=)6/e) 


www. firebox. com 


anks to S - It work 

ee extreme} Ass 

SClentific gubhine i. 8” ©OMplica 
a vibrations and ye involving coils and” 


S awa 
What for £359 °% Dut 


eed a radio to go f 
with your 
Soundbug speaker? 
For just a penny less 
than a tenner you can 
pick up this micro 
marvel. Just 1.5¢m 
thick and 5.5¢m _ 
square this radio is as 
small and crisp as Tom 
Thumb’s pants. Where 
they fit all the technical 
wizardry is anyones 
guess but it must be 
there somewhere 
because it sounds 


fantastic. 


| GREAT SOUND 
|) MINI RADIO 


www. iwantoneofthose.com 


ULTI GAME 
TABLE _- 


ot since naked Twister has one box 
Noiieres so many possibilities. This 
clever table inc udes no less than seven 
great games and is perfect for those 
with the conce ntration span ofa r 
hyperactive gnat. One minute you C 
me be enjoying the mayhem of a - 
MULTI GAMES football or air hockey, and v3 fs = 
TABLE strutting coolly round a poo! ta Here 
Paul Newman. Getting beaten a : 
ae Simple, just flip the table over and wip | 
ee +4 of your mate’s speccy face with | : 
Wea: i those more | 
OUT: a game of table tennis. For 0 Ane 
relaxed moments there’s also SKI 
he and shuffleboard, and when you Ne 
Weare: inished, all the games stack neatly on 
ch other for easy storage 


TOP 5 COOLEST GAMES 
PROVING THAT THERE'S MORE 
TO LIFE THAN TV... 


CRANIUE 


PF 


board game decathlon which tests your ability to think, hum, 
raw, compute, build, work out, recall and perform. You never know 
What kind of question, task or teaser you're going to get and it certainly 
wipes the grin off the Trivial Pursuit know-alls and Pictionary posers. 


FRIDGEPLAY 


fidgechess"# [ e935 | 


www. iwantoneofthose.com top of ea! 


here to save the day! Magnetic pieces let you play chess or 
draughts on the fridge door. While away hours while your ‘mate’ 
can bang on about politics and the like to his heart’s content. 


AY | 
KUNG - FU 
HAMSTER 
PRICE: 
E1e;99 
OUT: 
NOW! 
WEBSITE: 
dance ug Eu Fighting: WW AWArtle[e\V/e)[emerelan 
clas 


GPMIPUS DW-30 DIGITAL 


nally designed to improve the wrist muscles (leave it!) this 
little ball is surprisingly addictive fun. After setting the inner section 
spinning, rhythmic circular hand and wrist movements make it go 
Steatily faster. Get frustrated as you try to beat your score. 


SERVE N SLAM PING PONG 


OLYMPUS DW-30 z _ sun ll You're never going to become an Olympic champion playing on 
DIGITAL VOICE REC tude rb ’ uss this shrunken (2FtXtft) table but who gives : ase chuff when 

: hose an ene ET | i's such a laugh. The sight of two players hunched over the table 
PRICE: notees 20 aro who just a : trying fo keen the game going never fails to raise a ttter or two. 
£99:99 


aif? Making ; 2 page 

our: [ool tom onc” Parage, | fee fe : ) JUNGLE JAR 

NOW! oD 5x20 gp tity ae. CO : fs) = 
rder at “Snap e f ' 


WEBSITE: 


VAWAWA®)\2001°10(>m ere) a8] 
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OF more Games Vist 


folders, each “90 offers Alcohol-fuelled Snap. Be warned, it can get violent. 
es, 


of Which can 
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DON’T MISS ISSUE 4 OF 


FREE 


DIE ANOTHER DAY 


PREVIEW 
EXCLUSIVE 


DON’T MISS YOUR 
RATED DVD ISSUE 4 


Your fourth issue DVD comes packed with 
another banquet of exclusive footage, 
behind the scenes totty TV, all your favourite 
extras and more. 


QOUBLE-> 


©2002 Thin Ice Media Ltd. PSi-2™ isa trademark of Thin Ice Media Ltd. PlayStation™, Psone™ and PS2™ are 
trademarks of Sony Computer Entertainment Inc. This product is NOT sponsored, endorsed or approved by Sony. 
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G-FORcE 
ISSUE Five 


ane 


- exclusive review and DVD footage! 


jo 


Resident Evil 
Full UK review of the original survival 
horror game. 


Madcap puzzle antics in the 
Tetris mould. 


Tetris Worlds 
The return of the most popular puzzler in 
console history. 


MX Superfly 
The biking bonanza continues with this dirt-bike thriller... 


Worms Blast 
We've been expecting this one for the last two issues. It 
might yet arrive next month... 


4 Mbcrrcc | 
SS emm  BLOCKS OF. | 
GAME/SAVE 
_ MEMORY: 


-or NINTENDO. 


- GAMECUBE. 


CcKS OF : 
Save MEMORY! 


-or NINTENDO. 


oo GAMECUBE. | —_ 


True, uncompresse 
~_ memory, available 
4Mb or 8Mb capacity. 


Store levels, characters, a 
top scores and more 
with Mega Memory” 


GFORCE | 


AVAILABLE FROM ALL GOOD GAMES SHOPS INCLUDING: ( / We aa @HMV 
fe) 5 CALL 0845 601001 5 TO ORDER DIRECT cai charged at Low call rate) to 


= cS 
© 2002 Datel Ltd. Mega Memory 4Mb and 8Mb are trademarks of Datel Ltd. GameCube is a registered trademark of Nintendo Inc. G (@) ft) (= 
These products are not sponsored, endorsed or approved by Nintendo. Actual appearance may vary. = . 
: . ws " ee www.codejunkies.com 


a Fasy to use 


ow (gto an 
a Twn Your Gamecube” t 
international Console. 


Plaus games from any reqion 


MECUBE 


AVAILABLE FROM ALL GOOD GAMES SHOPS INCLUDING: 
fo} 3 oy. E 0845 6010015 TO ORDER DIRECT cais charged at Low call rate) 


© 2002 Datel Design and Development Ltd. FreeLoader is a trademark of Datel Design and Development Ltd. 
e7 NV [=e10]=) =a ce Mer- Coli Melm al clare (oN ale Mal (oM olgere [Ole] atom) [OM ME) ole) at-to)d-lo MM -lalolole-i-lo Mol @-le)elge\{-(oM ova lial ialelom Order online at: PWAMAWACrereCV ial ¢(-t-merelig) 


AA, LOOCUBE = IS IT THE CUTEST, COOLEST PUZZLER EVER TO HIT THE ADVANCE? 


nC £U ne 
foll raviow 
IVUHECVICWwW. 


& Previews . 
BWS: 'a.4heis eca0a 
bts & AR Codes 
petition ..... 
xt Month ..... 


ooCube ....... 

Star Wars 

' Attack of the Clones. 

AU CL (Cr 
Scooby Doo ...... 
Soccer Kid .......... 
Punch King. .......... 08 
Top Gun: Firestorm Advance 09 
Gremlins: Stripe Vs Gizmo . 13 
Muppet Pinball Mayhem. . 12 
King of Fighters ....... 13 


Check out some of the great new games 


heading for the Advance... 


i SS _ 
@ @ @ 


ECKS VS SEVER 2 


The best GBA first-person blaster is back, bigger and better than before! 


The world has changed. 
Freedom has been 
compromised. Terror attacks 
on innocent people are on 
the increase. And ex-FBI 
agent Ecks and ex-NSA 
operative Sever are back, in 
another action-filled game 
that advances the bound- 
aries of First Person Shooters 


on the Game Boy Advance. 
Whilst Ecks follows up leads 
on home soil, Sever takes the 
battle to the front, infiltrat- 
ing suspected sleeper groups 
based overseas and closing in 
on their chain of supply. One 
company's name crops up 
particularly frequently during 
their investigations - Global 


Operations Defence Systems 
(GODS). Events take a 
dramatic turn when Sever 
discovers not only is GODS a 
principle provider of 
weapons to many rogue 
states, but they have also 
managed to procure a 
Russian suitcase nuke, miss- 
ing since the end of the Cold 
War. Only Ecks and Sever can 
save the world from certain 
nuclear holocaust... 

Ecks Vs Sever 2 offers over 
24 single player missions, 
playing as former FBI agent 
Ecks or rogue NSA agent 


Sever, and five modes of 


multiplayer action, including 
two-player co-operative 
campaigns, Deathmatch, 
Assassination, Bomb Kit and 
Capture The Flag. Explore 
bigger and more realistic 
areas in actual locations in 
the United States and the 
rest of the world, with vast- 


ly-improved enemy Al react- 
ing to sound, sight and 
threatening situations. 

The first Ecks Vs Sever game 
is still the finest action title 
on the Advance. If develop- 
ers Crawfish can better it, 
Ecks Vs Sever 2 could prove 
to be this year's Christmas 
must-have. 


HARRY RETURNS IN A SECOND 


..-Look out for Harry Potter and the 
Chamber of Secrets! 


Harry Potter and the 
Philosopher's Stone was a 
surprise hit on the Advance, 
offering in-depth RPG action 
with the potential to appeal 
to Potter fans and non-fans 
alike (though we doubt 
many non-fans bought it). 
With a second movie on the 
way, Hogwarts’ most famous 
pupil is making a GBA come- 


f 


back, once more courtesy of 
Electronic Arts. 

Boasting an entirely new 
engine, the Game Boy 
Advance game showcases 
rendered elements from the 
console titles. Utilising the 
GBA Link, Game Boy Advance 
players can hook into their 
Game Cube game, 
transferring maps, magical added value. 


fl MORE SILVER-BALL 
ADVANCE ACTION 


Pinball Advance delayed, but still on the way... 


Pinball Advance was due to 
hit the shelves in the 
Summer, but now it's not 
expected until September. 


The game features full logic 
control, so the game acts 
and feels like a full-sized 
pinball table, and the 


oA ORES i ~ 
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MINORITY 


The game of the film is coming to the 
Advance too... 


Further to this month's hot 
DVD footage of Minority 
Report on the Cube, we're 
pleased to report it's also 
coming out on the GBA. 
Minority Report puts 
players in the role of a 
PreCrime Police Officer 
wrongfully accused of 
murder. Throughout the 
third-person action/ 
adventure game, players 
explore many of the 
locations from the film, as 
well as make use of 
advanced weapons and 


ii pai Out of the 


movie in an attempt to clear 
their name. Minority Report 
GBA will be released in 
November 2002 


advanced controls allow 
pinballers to control the 
flippers and plunger as well 
as tilt left, right and up. 
Furthermore, for that all- 
important touch of silver ball 
authenticity, other options 
include genuine 'screen 
shake' and an unobtrusive 
and innovative system for 
detailing backboard 
information, such as high 
score and multiball mo: 


via thousands of dotmations. 


With over 40 tub-thumping 
music tracks and more than 
300 swooshing pinball sound 
effects, Pinball Advance also 
sounds like the real thing 
and gives players the feeling 
of playing inside a real 
arcade. It could give the 
excellent Pinball Challenge 
Deluxe a run for its money... 


Lord of the Rings: The Twole 
Towers coming to GBA 


Electronic Arts is to bring 
the world of JRR Tolkien to 
the handheld. Lord of the 
Rings: The Two Towers is an 
action/strategy thriller that 
follows ringbearer Frodo 
Baggins through the first 
two movies adapted from 
the LOTR trilogy, The 
Fellowship of the Ring and 
The Two Towers. 

Players to take control of 
four characters; Aragorn, 
Legolas, Frodo and Gandalf 


the Wizard. Linked play 
accommodates two-player 
multiplayer action via the 
GBA Link Cable. The game 
will be released this 
Autumn, to coincide with 
the cinematic release of 
The Two Towers. 


THE 


q Date has relaunched its amazing 


Boy Advance game enhancer 


mock-down price, and beefed = 


up the number of pre-installed = 
- covles too. The Action Replay (previ- 


‘ously known as the Action Replay 


already-impressive hatch of ready- 

_ Made game enhancements. There — 
. are now 1500 pre-installed cheats, 
fg and you can still add further codes 
by entering them into the AR's 


excellent code management system 
“or downloading them from the 
Internet using the cable included 
with the cart. 

Datel's dedicated team of games — 

experts create new codes every 

_ month, and the best of them are 
printed in GBX. You can also down- — 
~ load them from 


www.codejunkies.com or on Datel's 
‘premium-rate phone line on 09064 


_ 774877. The new-look Action Replay 


in all good games 


- GBX) is now £10 cheaper, selling for 
£19.99 instead of £29.99. More 
codes have been added to the 


If the top and bottom of a stack 
of blocks are the same, just hit 
~ ‘shuffle’ to kill them both. 


SoS VaN GAME BOY 
ET Ee ee ee 


r ) J, 
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Looks like even the puzzlers are going 3D these days. 
Oli wonders what’s going on... 


K, so a mad scientist 
has turned the 
world’s animals into 
__ Colourful shapes, and 
_ the only way to turn them 
__ back is through matching 
them up on a rotating cube. 7 
No, | don't know why they do is match shapes of the cube rotates is half the 
bother either. Still, ZooCube’s same type to make them game, and it gets a lot easier 
a quirky new puzzle game disappear, but if one side of with practice. Then you've 
with a heavy 3D element, the cube ever has more than got to deal with where to 
and like all good puzzlers, it's five shapes stuck to it, you — put the shapes and when to 
the simplicity of the idea that __ lose. shuffle the order, and with 
els eels That's really all there isto it, | up to three shapes coming in 
The eponymous cube sitsin _— but as you might imagine, it's _at once, that's no easy task. 
ois (eclalugc(e]giuel-sea--a) clare] = =| §lcl| eg) ele grige(-\einerlay is 
you can rotate it in all _ sounds. At first the controls New €ube 
Cellgsleltlelais ise) ailcicimiag’-) _ seem horribly unintuitive, _—_It's refreshing to see a new 
shapes that come flying _ ut that's kind of the point— puzzle game that deviates so 
_ towards it. All you've got to. getting used to how the far from the Tetris falling- 
— . ne te) [ofol< ayey Vali) aarcieeallace) 


With two big columns like this, it’s almost 
impossible to avoid etl other shapes fo 
them by accident. Shefed! 


up colours has been done 
before, the 3D element 
completely changes the play. 
Thinking in the hypothetical 
third dimension takes some 
getting used to (strangely 
enough), but it is satisfying 
when you can instinctively 
spin the cube the right 


way to catch three shapes in 
a row. 

It's more about reflexes and 
Spatial awareness than 
felyar4(=sive)\Vilaten els jac | elejele| 
mix and the formula works. 
With two-player Co-Op and 
Vs available it’s a fair 
package, but we would have 


The little bonuses appear when you 
| press & fo hurry @ shape, so be 
quick to ge? extra points. 


liked to see a few more 

(eye) sfeleis ale! eF-laal> agiele(=ce 
Still, it's one of those puzzlers 
Viele] or]a) (l-Je) (olelaaliale| ee care 
for an occasional blast. It 
AWrelaleit]<c\ce)\/c1e ellie iiss) (ellis 
maybe that's not such a bad 
thing after all. 

Gliver Lan 


“\) Remember you can block and repel laser blasts with your 
ence jo lightsaber, handy for destroying enemies on opposing 


sides of the screen without going anywhere near them! REVIEWS 


Uppers Downers 
+ Great shooting levels. - Platforming sections are somewhat yawny. 
+ Top-notch music and graphics. | - And there's too many of them. 


Classic mini-game 
puzzles. 


NO OF PLAYERS: 
~ SAVE SYSTEM: .. . BATTERY BACK-UP 


embat: Sneaking 
pecial: Solves purzies. ie 
= 


All the gang are here. 


~~ _ ae Uppers Downers 
GTTREME| \ + Official Scooby Doo licence. - Annoyingly slow. 


| tine + Quite challenging. - Sloppy mini-games. 


URBAN YETS 


Tim ponders two great mysteries; the Yeti and why 
someone thought this game was a good idea... 


Actual in-game screenshot! — 


Sa Uppers Downers 
GITREME) \ + Music isn't that bad. | - Stupid concept. 


Rai rN [cj - Incredibly dull. 


- Awful graphics. 


6 Get eeviews 


here's been a spate of 
Amiga ports on the 
GBA recently, and as 
m= well as providing a 
good nostalgia hit for the 
veterans, a lot of these titles 
put newer releases to 
shame. Take Soccer Kid, a 
platform game that's about 
ten years old now, but it's 
still full of ideas that feel 
original today. 
The World Cup has been 


nicked, broken into pieces 
and scattered around the 
world. Your job is to go get 
those pieces, armed only 
with your trusty football. 
Armed with your football? 
Yep, that's the twist that 
makes the game - the ball 
you dribble through the 


Uppers 

+ Great twist on the genre. 
+ Loads of character. 

+ Just good fun! 


5B Sang 


game is an Object of death 
and destruction, your only 
means of dispatching the 
enemies. You can also use it 
to pick up items, which 
makes even less sense, but 
who cares? It's a great 
concept for a platformer, 
and works brilliantly once 
you learn the moves. 
Kicking the ball left or right 
is easy, but by tapping it on 
your foot you can also 
perform trick kicks and even 
flying headers. Bonus points 
are gained by killing with a 
special move, and they're 
also useful for getting 
hard-to-reach items. This is 
particularly important in 
collecting all the Soccer 
Cards, and that's what you 
have to do if you're after the 
bits of the World Cup. 


Find-the-items platformers 
can be annoying when 
you've killed all the enemies 
and just have to hunt 
around, but if you want, you 
can ignore the cards and just 
try to get through the levels. 


- Shows its age a little. 


REVIEWS 


This is no easy task, and 
without any difficulty 
settings it may become 
frustrating, but that's the 
Way games always were, | 
guess. 

It doesn't matter, because 
Soccer Kid's got the charm 
and character to win 
through. With a bit of 
practice it becomes an 
absolute joy to play. The 
graphics and sound show 
their age, but retain that 
cheeky edge, and asa 
whole the game's got a 
fantastic emphasis on just 
being fun. If only that were 
the case for all games 
these days... 


(yor joo °O5g87° 
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Don't forget to duck! Often 


4 | =) a hg it's a good way of avoiding 
Sx coma 2 GRE 
=) , a ee aT aE sna loc 


Is this the boxing game we’ve all been 
waiting for? Oli gets ready to rumble... 


oxing always seems 
like a good idea for 
videogames, partly 
because you don't 
want to try the real thing - 
well, | don't, for one - and 
also because of the natural in the same mould with (o[eleleliaven-lare} 


fondness gamers have for (oe Jaxeloyalie|s-)e)al(ecpr-lavemece)netsieis counter-attacking all the time. 

beating things up (in a strictly | characters. Both games have 

virtual sense, of course). But —-you playing the semi- Moida da Bum! 

how do you capture the transparent fighter fixed in The game may have cartoon 

visceral nature of the sport, front of the camera, and felg-|e)alecyiaarim eat) (contol | 

the gritty realism of noses fea els cimeleialel siaaliale) clare) expect to see 'BIFF!' every 

being broken and blood splat- combos rather than poncing time you hit, but there's a 

tering into your opponent's about the ring. You can go for serious game here. Well, | say 

eyes? three knockdowns to defeat that, but you may well not 

Well, you don't have to. your opponent, or build up believe me when up against : 
Punch Qut!, the Nintendo your attack bar to try for a Tuten Kha Boom of Egypt oe ee 
arcade classic, never did, and KO, but either way you have iate|aim (a age)aimie)misal—mc)e)allay.@ AGo, we 
Punch King follows very much ___ to be ducking and weaving, You play Tiger Armstrong, a 


guy with green hair, a huge 
chin and a manager who 


few more options. sponsive, which really hurts 


looks like a rotting potato, in Punch King really is very at crunch moments, and the 
his quest to become Punch reminiscent of Punch Outi, game needs more features 
King, and to do this you must —_and for the most part it lives and play modes. It's still very 
defeat fighters from around up to the comparison. It's a MVejadan ele \7iale} olan vele ne [qi 
the world. It's played stage by __ fun, lively game, which the feeling that with a little 
stage in standard arcade captures the feel of the old more effort it could have 
style, and while this is fine, EJge-\el—1 ele) (ja: Ulaize) gas |e-18-1\7 been a whole lot better. 

the game could do with a the controls can be unre- Oliver Lan 


Naturally, boxing matches in India take place 
in front of the Taj Mahal. 


ives Er, not quite sure what I’ve done 
Mas to this guy. 


WEIGHT: 


Downers Summary 


a 
IGIFREME) \ + Lively boxing action. 


nie - Slightly dodgy controls. Good, light-hearted fun, but not 
> StS / + Surprisingly tactical. - Graphics could he smoother. | quite the game it could have been. 
~ ~A + light-hearted. - Not enough game modes. 


a Ged reviews 


ome 15 years after 

the film, it's quite 

staggering that games 

based on Top Gun are 
still arriving with alarming 
regularity. And not unlike the 
GBC Top Gun tie-in we looked 
at last year, Firestorm 
Advance is tough and 
borrows liberally from Desert 
Strike, but nonetheless is an 
entertaining and challenging 
game. 


alii 


The key difference clearly 
between the Color and the 
Advance versions are the 
visuals. Full credit to Titus, 
because not only are the 
graphics classy and well 
done (from the cut scenes 
right through to the in- 
game action), they're also 
clear and don't get in the 
way of the varying 
challenging missions on 
offer. There are 12 to tackle 


Uppers 
+ Looks great. 
+ Plays well. 


1OP GUN: , 
STORN 
AD VAN CE 


in all, each preceded by a 
briefing and hints, and 
they're spread across ter- 
rains such as the arctic, the 
ocean and the desert. On 
the whole, they're tough 
nuts to crack as well, 
especially with the wealth 
of resistance you face as 
you go about your 
heroics. 


It's not a radically different 
game to the GBC title we 
reviewed over a year ago at 
all though, and thus it's 
blessed with pretty-much 
the same pros and cons. 
Desperately tricky at times, 
the learning curve is a bit of 
a git to negotiate, although 
to the developer's credit, 
each time you bite the bullet 
it's your fault. There are no 
control faults and such like 
to blame here. Nonetheless, 
younger gamers are likely to 
struggle, and getting sent 
right back to the start of a 
mission because you bought 
it near the end really grates. 
Yet it's still a varied and 
challenging game which 
provides quite a long-lasting 
challenge. Certainly the 


+ Long lasting. 


- Very hard. 
- Tricky to get into. 


added Clarity of the 
Advance graphics does it 
no disservice, and with 
numerous aircraft to 

take charge of and game- 
play that eclipses the 
Advance version of Desert 
Strike, Firestorm Advance is 
a polished, attractive 
game that's hampered 
just slightly by those 
niggly aforementioned 
flaws. 


REVIEWS 
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ONCY ACTION REPLAY” CAN GIVE YOU THE FOWE: 
TO DEFEAT EVEN THE TOUGHEST GAME BOYs 
ADVANCE GAMES. NO WONDER IT'S THE US 

BEST-SELLING GAME BOY: ADVANCE CHEAT 
CARTRIDGE! 


WITH ACTION REPLAY™ YOU GAN ARM YOURSELF 
WITH INFINITE CIVES, UNCIMITED BUCCETS, SECRET 
VEHICLES - AND MUCH MORE! AGTION REPLAY™ 
COMES PRECOADED WITH TONS OF FANTASTIC 
GAME-BUSTING CHEATS FOR ALC YOUR GAME BOY: 
ADVANCE GAMES. 


| 


VACTIOM REPLAY 15 NEVER OUT OF DATE! 


“CHART TRACK DECEMBER 2001 - MARCH 2002, BEST SELLING GAME BOve ADVANCE CHEAT CARTRIDGE. 
© 2002 Datel Design and Development Ltd. Action Replay is a trademark of Datel Design and Development Ltd. Game Boy Advance is aregistered trademark ) 
of Nintendo Inc. This product is not sponsored, endorsed or approve lintendo. The screenshots from Game Boy Advance games are used to illustrate 

Action Replay’s compatibility with these tities, and they are the copyright of their respective owners. Action Replay™ is not sponsored, endorsed or approved by 
any of the copyright owners. 


For Game Boye Advance 


, 3 mM! 
's #1 BEST SELLING CHEAT SYSTE 


FOR GAME BOYe ADVANCE 


THE UK 
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.\ acTTION REPLAY 


THE MOST POWERFUL C 
CARTRIDGE IN THE, 


ED Wi 
LATEST A 
Easily ubtatea rp i ne ne 


LOLLEL. 710n UP-TO-DATE! 


ACTION REPLAY™ IS FUCLY UPDATEABLE WITH NEW 
CODES FOR THE LATEST GAMES. SIMPLY VISIT 
WNW.CODEJUNKIES.COM, CALL THE CODES HOTLINE, 

OR BUY 6-FORCE MAGAZINE EVERY MONTH. 


S SHOPS INCLUDING: 


\ www.codejunkies.com 
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Cone When dealing with the Mogwais sporting their silly party hats, 
oe * Stripe should jump over and attack from behind as they ca 


any 


As with all pinball sims, don't 


— eh overdo it with the tilt if you 
eg BOY e ~ don't want the table to lock! 


oe | 
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Po ee : L BUMPER BONUS 
| ’ . ie = > | 
Sa UBL SOFT > & 
ne PINBALL SIM ’ 4 , / << . 


NO OF PLAYERS: ......... a 
SAVE SYSTEM: .. BATTERY BACK-UP 


wn? , Choose a fighter who suits your 
ae ee) Playing style, as their attacks vary 


=~ 
[GAME BOY ADVANCE] » Ld | \ 


bbs greatly in reach and power. 


LL 


= 
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re we sitting 
comfortably? Good, 
because it's history 
lesson time. Once 
upon a time, there was a 
little company called SNK. It 
was developing a rather 
clever fighting game called 


Fatal Fury, when those 
sneaky Capcom fellows 
released Street Fighter II 
ahead of them. A long and 
bitter war of arcade fighting 
games followed, which 
arguably neither side won, 
but only one side survived. 


Fortunately SNK's top-notch 
library of games lives on, with 
up-and-coming 

developers lining up to bring 
their games to new formats. 
So, here we have The King of 
Fighters EX NeoBlood! 


For those of you who are 
familiar with King Of Fighters, 
KOF EX is basically a tweaked 
version of KOF '99. That's an 
arcade game, folks. This is a 
rather good thing, as the 
more recent 2K and 2K1 
instalments of the series have 
their fare share of boo boys, 
so '99 was a good engine to 
stick with. 

The game is basically a 
three-on-three team battle. 
As each of your fighters is 
vanquished, the next in line 
steps in to continue the 
melee. First person to have 
all three of his fighters 
knocked out loses, and the 
winner proceeds to the next 
fight. The move system and 
the way it plays is generally 
similar to Street Fighter, 
albeit with more diverse 
characters and moves. With 
over 20 different characters, 
its got depth, but when you 
consider the Striker System 
and Counter and Armour 
Modes taken from the arcade 
title, the level of playability is 
truly astounding. 

Graphically KOF EX is superb, 
with an excellent level of 
animation detail (considering 
this is a handheld) and 
gorgeous backdrops. The 
soundtrack is fairly decent 
and the game sounds 


> — 
passable, if not able to hold a 
candle to the original. KOF EX 
also offers no less than 
seven different game modes, 
including two link-up modes 
and a practice game. If it has 
one fault, it's the inability to 
reconfigure the buttons to 
your liking (although a three- 
button mode is available), 
but even this can't detract 
from a quality game that's 
fun to play. 


R 


SELECT 


BODE 


=) ° | | 


Quadruple Weapons AR Button for Instant Win 
BOE75F3E 5A03CDD6 BB6B3842 775818B6 

Fire Tables AR Button for Slow 
8AA61312 ASODCC5B 78960794 


27667199 


“ggpoo0000 


fe 


1] [Ml 

B2EDD770 A9321FCE SB9GOAF6 FB760ED8 
7E3FCO60 BBE42901 BA9D2B56 4FAE301F 
ipManGeds Infinite Lives 


9D03F747 1ED2E3F5 8848CA25 39273BC8 


Triple Weapons 2p Never Scores ; 
A73D7E6B GA4C5257° 916FDBDC CEO33F54 ¢ 
AR Button for Slow Infinite Energy 
78960794 E554246A 846D8996 
27667199 


Max Speed 
S4CFE8A9 (6(33371 


Max Score a 
" AD3FF919 53DEF9A0 
start on Last Level 


S5C80CDAA 23A8E94E 


R Button for Slow 


YW (G34 resture 


2D2BOE3F C7EAC2AF 
471€8452 9023181E 


Infinite Health 
CB1DFB07 9968D783 


Infinite Lives 
72E6FD83 COED34D7 


Max Score 
FEC173B5 B28E9613 


AR Button for Slow 
78960794 
27667199 


A25FB173 6734CA13 
2FE38E4F 7DBBCC7E 


AR Button for Max Score 
F8FGE83E 3BE38242 


“4, _ AR Button for Slow 
“S 78960794 
Ss 27667199 


DE016EO AEE867A0 


Home Team Max Goals oes 
3E61F2B2 99FFAGF6 Infinite Lives 

(9B2063A A9321E78 
2P Never Score 


614E16A0 D9E40733 Monster Score 

. 94A081CB 9(32 
League Point Table ff 
A23F6639 5796C958 


7BFF7141 40B52BE5S 


Press AR Button for Half Time 
D3ED5F97 DCEE78F2 : 


restuce IGS 1s 


Go on - admit it. You think Gizmo's cute too. 
Those big round eyes, that furry body, the 
lovely little ears; what a pity he turns into a 
pint-sized killing machine if he gets wet or is 
7 fed late at night! 

There's nothing scary about the five cute-'n'- ibe 
cuddly Gizmos we're giving away. Our Gizmos stay 
» cute whatever you do to them. And if you don't believe 
, us, answer this simple question and have a go at 
winning one... 


y 


Fr 


When you think you know 
the answer, call our 
competition hotline on 


{14450 


Calls cost 60p a minute at all times. Lines are open 24 hours a day, seven days a week. The competition is open to UK residents only. Lines open on 7th August 2002 and close at 
midnight on 3rd September 2002. The editor's decision is final and no correspondence will be entered into. 


The Amiga cult classic 

fi comes to the Advance 
The latest game in the | § With high expectations. 
Castlevania series | Can the handheld 
z s offering live up to 
involves a vampire them? 
hunter who aquires “ 

# weapons and abilities 

on his mission to 


kill Dracula. For a 


